0NLY75p! 

NoMembei;1984 












WT2 
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Knotkout from Aiornswf t - 
a 3D space stunner 



AN ASTONISHING ROW 
OVER WHOSE GAMES 
ARE GREATEST 



Sh&mm is here-just one of the 
great new Vie games 



Wm a YEAR'S free Mines from raHiu! 
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Kokotfant w*t ie a n arcade advejtture 
program" who* undhStwfigjJftMntion isto 
steal the title of " oest arcade adventun i 
"program bar nbn" frefn Jet Set WHlv. 
Kokotini WitF most recover all of rjwffi bos 
of the jegendak Dragon Amujawfchic r 
has b*ri scattered thrbugh-tiriei For h| s 
master the- great mag^ian umch 
Throughout trie guest Wisf corrteS up..- 
agatnsc many dangers from hu^je 
prehrstoric Dinosaurs to hostile^iien 
Roootf;"t>ut xnk rewardtfor recovering ;i» 
pwtne pieces vJarrants the risk, ine ask. 
program features a numoer of rnajor 
advances over Jet Set wINy. Thdgfltnes' 
designer, *CiTBstres5« that each of rhfe 
games 60 plus screen? settings Is genuinely 
high resolution as opposed to psuedo high- 
res and doesn't r eq uirei a title to expi a in 
what You're lotting at. The spr (re 
characters areof cartoon quality and 
exhibit their o^vn unique personalties, 
impressive claims Jet Set Willy fans will 
douht f eel botfo sceptical and iritrlgueci 
Now they can find out lor themselves' 

Available September 15th for- 

Spectrum J8K 
Commodore 6 



i > 



cpiHeavgrs rs ajtop Htilywbod jtuniman- — I 
-wh^ uses itie extraordinary skills he flis- 
piays bef tretnelcamera wtjen n ioor|- 
Yi g r* i ngasl a modern BpunTV Hui iter, jwho 

apwefiends and&rirj* in Bell Be nd*J 

jumpers, dolt is 3fcny a^itfed by.ms wpuio- 
be rnanager Hovr-ie, his Deadtmil sturjt girl 
protege >otfv and Tern tneiady ''rc-rr me 
□3.1 Bond Company who hire'. Colt utffifn 
U&i not Before ale cafrieraf . 



cast of characters is: 

LEE MA ICRS 
HEATHER 
DOUG BAPR 
MARK* 



Thej 

Caicisavert. 
Jody BanksJ 
H-?\Vif= Muriton 




KOKOTONI WILF 
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GAMES 



NOVEMBER 19-84 



SPECTRUM 

TT Gel jf Our pyjamas on for this dream-or-a-Game*cif'(he-Monlh. 
90 You' re on to a good bet with I his type in racing 
1 03 Playing tips on Match Point, Lords of Midnight, Sitbre Wir/fand fet 
Set Willy 



COMMODORE 64 

48 Suicide Express, Storm Warrior, Troitie Waiiie - three skzli ng new 
hits, 

35 Win a copy uf the September PCG hit Hercufc* 
1 83 Playing tips on Interttationai Soccer, and how la cheat at Retcnge 
and Mugger. 




BBC 

44 It's here- the unbelievably huge new game from AcorTisoft, 



DRAGON 

AlUa tt A frenetic tw o- player platfo rm ga me- it's a c orker 



VIC 20 

Lots of new gamea, and an entertaining hit from Heswaje. 



GAMES FOR A YEAR 

34 No less I haft 25 people are going lo pick up a jatcy stack of programs. 



JOYSTICK 
COMPETITION 

35 Your chance to win a space-age controller from Coleco. 



MAGGIE 
v RONNIE 

30 Eavesdrop on a row ovzi who*e games are the beat. 



GAMES SHOOT-OUT 

98 Free software stars lake each oilier on in a game-playing competi tion. 
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long, forgotten minci haft , On further 
exploration, he finds evidence of a lost 
civilisation far superior to our own, which 
used automatons to dig deep uilo the 
Earth's core to supply the essentia! raw 
materials for their advanced indust ry - After 
centuries or peace and prosperity, the 
civilisation was torn apart hy war r and 
lapsed into a hmo, dark age, atwmdonino, 
their industry and machines. Nobody, 
however thought to tell the mine robots to P^J 
stop working, and through countless aeons 
t hey had steadily accumulated a huge 
J J$ stockpile of valuable metals and minerals. 
I and Winer Will} reatises that he now has the 
I opportunity to make his fortune by finding V a 
I the underground store. In order to move to 
SL the next chamber, you must collect all the 
■Trashing keys In the room while avoiding 
m pasties like Poisonous Panics and Spiders 
Hk> ,uid Slime and worst of all. Manic Mining 
Robots. When you have all the keys, yw can 
enter the portal which will n«w 
be flashing. The game ends Je^ CMfcta-*^b 
when you have been got' or ^J^J5^«* 
fallen heavily three times. ^j figpffl^ J \y4 

he above screens are from the rf! 6wi ^ r "J* 0r. 
version. 

Send a I arge stamped addressed 
envelope for more detailed 
in formation on our new releases, 
plus a free large poster. 

All sales enquiries to: 
Colin Stokes 
{Sales and Marketing) 

For Mail Order only: 

Software Projects, P.O. Box 12, L25 7AF 

Selected titles available from>- 
John Menzies, HMV, Boots, Wootworth, 
Spectrum and other targe department 
stores and all good major software 
retailers- 




Available on the 48K Spectrum, Commodore 64, 
Dragon 32/64, 32K BBC Micro, Amstrad CPC 4 




Anl0tff*ft£S.9 f > 



~ ™ rTtjasc tick wheie applicable 
Please send me a copy of 
MANIC WINER □ Spectrum £335 

0 Dragon □ Commodore 

H Li INCH BACK □ £5.95 Spectrum 7. 95 Commodore 

1 enclose cheque/PO for ««^^t*it*..««^« 
(Please add £1,00 for orders outside UK) 




Access Card Fio, 

Name 

Address--.^ 
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For Wail Order only: 

Software rYojette, P.O. Boj^1^1« 7AF 





A range M. of daisy wheel and dot matrix printers. 





cassette miitr 



For program storage and 



monitor. 

Gives really superb reproduction and clarity. 




retrieval. For faster stor 



loysti 

3 They ^put the control 



a vast range of soft 

There's something for everyone and for all interests. ..^^thought-provoking, amusing, entertaining, 

edii 




home, 

leisure and practical interests.,. 




pre-school and beyond [ 



an 



a 64 



Plus excellent sprite graphics and j 



TVbout the only thing the Commodore 64 doesn't have 



innter plotter, 

hats graphs, draws bar and pie A charts. Prints in four colours. 





single disk drive, 

I nf nranrams Uses bV*" diskettes, and has a very large 170K memory. 



1 retrieval of programs. 




ddles, 



of games directly into your hands... they -I also improve both speed and accuracy. 




ware 

challenging, and exciting. 



FUTURE 

FNANCE 



(business, 

To cover the essential office and business needs... 



rational 

created with the help and advice 




memory. 

amazing music synthesis capabilities, &r 



THE COMMODORE 64 COSTS JUST E229 (OR LESS). 
FOR FURTHER INFORMATION PLEASE TICK ONE, OR MORE, OF THE BOXES 
AND SEND TO COMMODORE INFORMATION CENTRE. 1 HUNTERS RQAU 
WELDON CORBY NORTHAMPTON NN17 1QX. TEL: CORBY [0536] 205252. 



COMMODORE 64 □ MONITOR □ CASSETTE UNIT □ 

PRINTERS, PRINTER PLOTTER □ DISK DRIVE □ SOFTWARE 



NAME 




ADDRESS 



64PCG 



ft commodore 



e is any serious competition 
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You'll see the difference from 
the moment you pick up one of the games 
from Firebird's new Silver Range. 



We keep our flights of fancy for the game. 

On the pack, you'll find there is 
a true representation of the 
high quality screen graphics. 





Here's a sneak look at three of the 




BOOTY 

Well shiver me timbers and splice the 
mainbrace and pass the Qrog, me 
hearties. Here be the greatest pirate 
adventure of them all, aboard that 
scourge of the Seven Seas - the dreaded 
Black Galleon Feast yer eyes on the 
BOOTY- ful treasure stored in 20 holds. 
There be pirates, parrots and fun galore. 
If you don't like it, matey we'll hang you 
by the h ig h est yard - arm ! ! ! 



NEW games: 




THE WILD BUNCH 

Bfarned for a murder you did not 
commit, your only hope is to identify 
and capture the real killer a 
member of the notorious gang, The 
WHd Bunch. But can you also survive 
life on the run in this adventure set 
intheWiJd West... 



BIRD STRIKE 

Wing a plane to release a carrier 
pigeon r , , shoot the carrier pigeon 
and add a note to the stave at the top 
of the screen , . . shoot enough 
pigeons to complete the tune {without 
getting wiped out by the relentless, 
pursuing planes) . . . next wave 



Look out for these games rn the FIREBIRD silver range at selected high street stores. 

SPECTRUM: THE WILD BUNCH • BOOTY ■ MR, FREEZE - TERRA FORCE - vlKING RAIDERS • MENACE • BYTE BITTEN ■ EXODUS • RUN BABY RUN - 
COMMODORE 64 BOOTY • MR FREEZE • EXODUS • HEADACHE ■ ZULU - 
VIC 20: SNAKE BFTE - MICKEY THE BRICK Y 

BBC MICRO B- BIRD STRIKE ■ GOLD DIGGER ACID DROPS ■ DUCK! 



There are twenty games now available 
from Firebird, and that's just the beginning, 
All the software is produced to the same 
high professional standards and all are 
available at the remarkably low price of 



£2.50 




SOFTWARE 



© 



The new range from British Telecom. You'd better believe it!!! 

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2 9DL TEL 01-379 6755/5626 
Firebird and the Firebird logo are trademarks of British Telecommunications pic 



'two of your all-time 
cinema ©vt.v favourites 



THttBGENDMff 



[JiiX 



[LIJ 



«l * Danger, Intrigue, Suspense! You 1 !! need ail 
^rr y° ur w ' ts ancJ s ^'" wh ^n you take on the ruth 
' ATARI less J.R. and face the many hidden enemies 
in the search for oil that is,.. 
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Your ctiance to relive 

'5S=Ssr 

animation. cassette 
• Unique multiple C ^A95 




A unique 
graphic 
adventure. 

> Choose your level of difficulty. 

I Scores of colourful scenes. 




Disk 



player options. 



only 



95 



Two more quality 
products from 
Datasott Software 



Al American SoPMare 



THE ULTIMATE IN AMERICAN 
SOFTWARE FORYOC1 ON CLS. GOLD 
U.S. Gold is stocked by all leading computer 

stores. 

DEALERS! For information on how to become a (IS. 
Gold Stockist write to: CentreSoft Ltd,, Unit 24, 
Tipton Trading Estate, Bloom field Road, Tipton, 
West Midlands DY4 9 AH. Telephone: 021-520 7591. 
Overseas enquiries welcome. 
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The SWAG-mans oh the job to burgle 
the millionaire's mansion. It's full of 
beautiful, valuable SWAG ready for 
nicking! Unfortunately, he's gate- 
crashed a fancy dress party jifed the 
guests are in pursuit. 
Help him through the seemingly 
never ending maze of rooms to 
collect the SWAG and find the 
WAY OUT! >^ 

y 




Afcda? stond^d. 100%' Machine code, 
omazlngtv ■Hri^prh high resolution 
graphics, in<apjlbie .sound ejects. The 
totally addic'i /tJ concept. 



enture 




MICROMANIA, 14 LOW 



P & P FREE. DEALERS PHONE: 03727 20152 
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Your 1 
Christmas Da 

Program 

Guide 




591 



Acornsoft announce tidings of great joy 
for both BBC Micro and Electron owners: eight 
brand new programs for Christmas. 

Each one makes an ideal stocking Idler. 

They're all available at your local Acorn 
stockist (lb find out where t hat is, simply call 
01-200 0200.) Or you can send off for our 



catalogue and order through the post by writi ng 
to Acomsoft, c/o Vector Marketing, Uenington 
Estate, Wellingborough, Northants NN8 2RL, 
leh 0933 79300. 

Altemativel%however, j ou could always take 

a chance and d rap a 1 i m jpADI| QAC T 

to lather Christmas. /P W m , n 

Software for the HH1 V1n to and blwlmn. 



9.00 Firebu g 

A fast moving arcadcHype game in which you are a fireman, trying to rescue some oil 
drums and take them to the safety of a water tank Your opponent is the firebug who 
runs around lighting fires which move slowly towards the drums and fire extinguishers, 
destroying them if contact is made, 

10.00 Maze 

A gripping graphics game where you enter a top secret installation with the aim of steal- 
ing secrets from a rival company. The security system* however, has many levels each 
consisting of a maze of corridors patrolled by armed robot guards. Complete with full 
colour 3-D graphics, sound effects and a high score table. 

12.00 Elite 

A superb 3-dimensional graphics game that's light years ahead of any other. You are 
a space trader who roams the universe, making your living from buyingand selli ng cargo 
in your Cobra space craft On your travels, you will encounter aggressors who are eager 
to put an end to your dealings* Be warned, only the fittest will survive. 

LOO Crazy Tracer 

A crazy adventure in which you guide a paint roller round the edge of a maze of 
rectangles, while avoiding the monsters which are trying to stop you by crushing the 
roller. Beware - as the game progresses, so the number of monsters chasing you 
will increase. 

3.00 Go 

'Go* is a board game for two players which originated in China 3000 years ago and is now 
more popular than Chess in the Far East It requires strategic insight, intuition and a 
strongs calculating mind. If you wish, you can also challenge the computer at differing 
degrees of difficulty, A vclly good game indeed, 

4.00 Watch Your Weig ht 

At last, a weight-loss program designed especially for you. With it, your computer 
becomes an expert wholly conversant with and sympathetic to your needs, and will 
help you choose an appropriate and individual weight-loss plan. The program also 
includes a calorie counter and a series of apposite menu suggestions to help stimulate 
your imagi nation when you just can t think what to eat 

5-00 The Complete Cocktail Maker 

With everything from a Black Russian to a Betsy Ross, this program contains data 
sufficient to concoct a staggering 320 different cocktails. 

6.00 Paul Daniels' Ma g ic Show 

Stun and amaze your Mends with your astounding feats of magic, Thi s program eontai ns 
ten tricks to be performed by or with your BBC Micro/Electron, Hurry though - i t s 
bound to disappear fast 



A CHALLENGE 
NOT TO BE MISSED 
FROM A NEW 
COMPANY 

with the first four 
action charged games 
at your finger tips 
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Dele-^d your ulanut at I he Stnr -Ga<i' 
agamr Lho turyol 1«t fli(K)osians 



for dealer 
enquiries 
phone now 



70NVKA//GH7 
SUITE 1, 39a PADDINGTON ST LONDON W1 01 - 486-5266 
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All the latest noises in the 



Remote action transmitters 
(rats for short) are the latest 
from Cheetah and have no 
connecting cable between 
joy site k and computer- 

The rat is made of grey 
plastic and has touch sensi- 
tive fire and directional areas 
on it. The unit comes with an 
interface for the Spectrum 
and wi li play all Kempston 
compatible games. 

The price at £29.95 is a little 
high and the control mechan- 
ism gives no feel like conven- 
tional sticks. Definitely one to 
try before you buy. 
The remote action transmitter 





Anti-pirate 
turbos 

Following the use of special 
turbo loading systems on 
Commodore 64 games, Spec- 
trum software houses are 
now getting in on the act. 
Increasing numbers of Spec- 
trum games are being re- 
leased on turbo, 

Although this reduces wait- 
ing lime for Spectrum own- 
ers, the real red son for intro- 
ducing these systems is to 
make the tapes harder to pi- 
rate. A home-taped copy of 
one of these games is unlikely 
to toad reliably. 

Meanwhile Commodore 
have announced that their 
future cassettes will use the 
Nova load turbo system first 
seen on Ocean's game 
Daley's Decathlon This sys- 
tem allows music and moving 
screen displays while the 
game is loading Ocean say it 
is now set to become 
industry standard. 



David Freeman, presenter of the ne& Radio 1 Chip Shop 



Games charts 
hit Radio 1 



PCG lovers who can t bear to 
wait a month to discover 
what's happening in the 
games charts can now find 
out the weekly top ten on 
Radio I. 

The charts are broadcast in 
u vxw program 'The Radio 1 
Chip Shop' which goes out at 
7 ,33am each Saturday. 

The 12 minute program, 
which includes brief games 
reviews, is having its charts 
compiled by RAM/C, the 
same company which sup- 
plies PCG and our sister, 
weekly magazine. Personal 
Computer News. 

The radio lop ten is unbeat- 
able for up to the minute 
news - but we 1 1 1 continue to 
print a detailed break-down 
of the top 50 best-selling 
games of the entire month, 
broken down according to 
machine. 

• A list nf the top ten befit 
selling games from mid -1983 to 
mid 1984 has been compiled by 
RAM/C. The List is dominated by 



and Software Protects claiming 
five of the ten places. 

Ttic most surprising tea Lure it 
the position of Psion $ Wight at 
number 3, but this game sold 
phenomenally well last. autumn- 
Here's the list in full: 

1 jet Pac from Ultimate 
(Spectrum) 

2 Manic Miner horn 
Software Projeets (Spectrum, 
Commodore 64) 

3 Flight from Psion 
(Spectrum) 

4 A tic Alac fro m Ulti mate 
(Spectrum) 

5 fet Set Wi lly from Soft wa re 
Projects (Spectrum) 

6 The Hobbit from 
Melbourne House 

{Sped rum. Commodore 64. 
BBCOric) 

7 Hunchback fro m Ocean 
(Spectrum, Commodore 64) 

8 Valhalla from Legend 
(Spectrum, Commodore 64) 

9 Fighter Pilot 
from Digital In 
(Spectrum) 

10 Lunar jet m an from 



Speech unit 

Corrah have launched a new 
speech synthesis unit called 
Speech 64 for the Commod- 
ore 64. 

The unit allows you to type 
in a sentence using a 'say' 
command and the phrase will 
be repeated by the unit 
through the TV speakers. 
Speech 64 can also be prog- 
rammed using phonetics and 
all op hones to create speech. 
It costs £29.93, 





Ubik's farming game Para- 
noid Peie has been tempor- 
arily taken off the market 
after Weetabi\ complained 
thai Pete resembled (heir 
own characters. 

Ubik say the game was 
originally developed with 
Weetabix's knowledge, but 
that they made their com- 
plaint after seeing the 
finished product. 

Ubik are now altering the 
game so that it is not con- 
nected with the lovable little 
lumps of wheat and hope to 
relaunch it under the same 
program name, 

Th e review that a ppears i n 
1h is issue is of the first game 
version but the revised prog- 
ram should only differ 
slightly. 

Meanwhile Weetabix have 
developed their own game, 
in con [unction with Romik. 
starring their own charac- 
ters. I he game is complete 
and should be available 
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humming world of micro games 




Copyright writ 

The perils of publishing prog- 
ram listings have been high- 
lighted by a recent case in 
which Acorn Programs 
printed a listing which is the 
copyright of MRM Software. 

The game, Ghost Hunter, 
was wrongly credited to Mr 
Paul Will jams, (In fact the 
game was written by Michael 
Goldberg BA). 

MRM have issued a writ for 
damages. Acorn Programs are 
not contesting. 



ULTIMATE'S KNIGHT LORE 

Undemfurlde, the follow-up to Ultimate 's Sabre Waif, has 
arrived. The big surprise is the release of the third in the 
trilogy called Knight Lore at the same time. 

The games both feature Sab reman and are available on the 
Spectrum 48 Rat £935. Underwurlde is an arcade adventure 
while Knight Lore has 3D perspective and claims to be more 
of an adventure film than an ad venture game. 

Sab reman is animated with 200 individual frames in 
Knight Lore, so he certainly ought to move smoothly, while 
in Undemuride he has hundreds' of hi res screens to 
explore. 

Large high-resolution aliens and monsters in fast moving 
3D perspective are promised for you to challenge. Ultimate 
claim this third game represents the very pinnacle of software 
development on the Spectrum and this dual release is bound 
to cause a big stir 

The games will both incorporate one of the new Spectrum 
fast loaders in order to combat piracy and will be packaged in 
Ultimate s robust cardboard boxes. 



Automata, the company behind the Piman, have released a 
game called Dens Ex Machina which breaks new ground in 
comp uter gaming. 

It features a synchronised soundtrack which runs while 
you play and stars Ian Dury, Frankie Howerd, Jon Pertwee, 
Automata's Mel Crouch cr, Donna Bailey and F P Thompson 
as the Voice of Reason, 

The game is for the 48K Spectrum and loads in two parts 
with a soundtrack for each part. It takes you through the life 
of a h uman being from D N A co nstru ction tod eath . 

The whole package is available now for £15. 




£25,000 towin 

One of the illustrations 
from the booklet accom- 
pany i rig the new gomes- 
package Eureka from 
Pom ark. Players have to 
use the illustrations as 
well os five linked adven- 
tures to solve a series of 
riddles. 

The company are send' 
ng out the £15.00 pack- 
age rnerl order from Octo- 
ber 31st, and offering on 
incredible £25,000 to the 
first person who can solve 
it, 

A look ot a pre- 
production version of one 
of the adventures showed 
small but pretty, ani- 
mated graphics. The 
games use simple text en- 
try, and despite the mas- 
sive 2 5 OK of program sup- 
plied, there's only about 
350 locations. 

However, the inclusion 
of five different prog- 
rams in the one package 
still looks like value for 



LEASES * NEW RELEASES • HEW 



IDLE WORKER 

Lazy lories is 16 games in one 
in which an idle hotel worker 
avoids his manager, the pre- 
vious manager's ghost and his 
own cleaning trolley. He 
spends his time cither hiding 
or playing one ot 16 different 
arcade games in the hotels 
rooms. 

The game is from Terminal 
Software and is available for 
the Commodore 64 at a price 
of£7.95. 

THREE FROM BEYOND 

As well as Ankh, a PCG hit 
last month. Beyond are re- 
leasing three other titles for 
the Commodore 64. 

Aztec is a real Lime graphic 
adventure. Mr Robot is an 
arcade game with a design 
and play your own screen 
facility, while My Chess 1 1 is a 
3D chess game to stretch your 
mind. 

The games are available at 
£8.95 on cassette or £11,95 
on disc. 

SID OK THE BEE B 

English Software have re- 
leased Spaceman Sid for the 
Electron and BSC B. The 
game is a version of Moon 
Patrol featuring Sid's combat 
rover on the barren scrolling 
landscape of Mars. 

The game is available on 
cassette af £7.95 for both 
machines. 

STUNTS GALORE 

Fall Guy. the imported Amer- 
ican TV show, is now a video 
game on the Spectrum 4SK 
and Commodore 64. 

This game puts you in the 
man-sized boots of stuntman 
Colt Sea vers who has to run 
along a train roof, escape a 
burning building. I tap broken 
bridges and even wing- walk. 

Hie game is available at 
£6 95 for the Spectrum. £7.95 
for the Commodore cassette 
and 19.95 for the disc. 

WHEELIES HIT THE '64 

Out this month from PSS is 
Hyper Biker for the Com- 
modore 64 in which all you 
BMX'ers can hop off your 
saddles and take to your 
keyboards. Hyper Biker costs 
£1.95. 
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QUEST FOR RUBBISH 

New Generation's follow up 
to their highly successful 
Traahman game will be in [he 
shops soon and is entitled 
Tra vel wi t h Trash m an. 

Trash man is now being set 
challenges all around the 
world from Spain to Samoa 
and Jerusalem to Germany in 
his quest for rubbish, the 



program runs on the 48 K 
Spectru m and retails at £5 .95. 

Also from New Generation 
this month eomes zany, ear- 
toon action in the form of 
CUffhanger for the CBM 64- 
Th is features a hero called 
Cliff trying to kill bandits in 
the deserts and mountains of 
(he a ild west. The game costs 
£7.95. 




WaJd West cartoon action from New 
general inn's lalesl ^mtClitrtianjier. 



DOWN UNDER 

Coming up like a rocket from 
down under are four prog- 
rams from an Australian 
programmer, Kyle Hudgetls, 
marketed by Interdisc. 

The games all run on a 
Commodore 64 and one is a 
package of two arcade shoot- 
'ein-ups for the price of one. 
Black Knight is an animated 
adventure inspired by the 
arcade game Dragon's Lair. 
while African Safari is a 
graphic adventure by the 
programmer of Zim Sala Rim 
and takes much the same 
form 

US ACTION 

The American invasion con- 
tinues with States oft 1 s latest 

Bristles. 

Boulder Dash'is a lb cave, 
multi-screen, arcade strategy 
guniu of diamond collection 
while avoiding bone crushing 
boulders. Bristles has you 
busy pai ailing 48 screens of 
houses. 

The games are now avail- 
able for the Commodore 64 at 
£8.95 on cassette and £10.95 
on disc. 




NEW ANT ATTACK 

Quicksilva have released a 
follow up game to Ant Attack 
their best selling Spectrum 
program. 

It is called Zombie-Zom- 
bie and features 3 D 'softsolid' 
graphics similar to Ant 
Attack. Meanwhile the orig- 
inal creepy craw lies have 
been given a new lease of life 
with the release of Ant 
Attack on the Commodore 
64. 

STOP FOR SANTA 

Santa Claus is coming to 
town with a Special Delivery 
from Creative Sparks, Distri- 
buting gifts is the aim of the 
game and it will be available 
for the Spectrum, CBM and 
the Atari. 



Virgin secret 

Whispering point of the 
month: how on earth have 
Virgin succeeded in changing 
their image from a bunch of 
clever con-men to a vibrant 
producer of exciting games 
(yes] - there arc more goodies 
in the pipeline after their new 
robot game Strangdoop\)? I 
can exclusively reveal the 
answer - it was by getting 
down on their knees. 

Tis true, gentle render. The 
day before Strxngcloop's dis- 
tribution, the entire Virgin 
staff at their appalling, dere- 
lict London HQ were to be 
seen grovelling on the floor 
amidst a vast pile of cassettes. 

And the reason for this 
bizarre behaviour? You may 
have noted that Virgin's new 
games have special cassette 
inlays designed to be viewed 
all the way round. Imagine 
the dismay when the first 




batch of thousands of casset- 
te arrived from The duplica- 
tor? in traditional opaque 
bottomed cases! The only 
solution, alas, was to remove 
each tape, one by one, and 
insert it individually into its 
intended, all-clear super 
case, 

I humbly suggest Virgin 
take a tip from Fiat and adopt 
a new advertising slogan for 
Slrangchmp: i Joined fur 
robots. Programmed on com- 
puters. Hand -packed by hu- 
mans. 



Nasty nickers 

Isn't it fun when all your 
friends gather round your 
computer to admire your 
latest game? Noi if you work 
for A&F or Artie, it isn't. 

Bursting with pride at a 
recent computer exhibition, 
staff from these companies 
watched the kids crowding 
round their stands. It wasn't 
till later they understood why- 
One of the youngsters in the 
huddle had cut loose a Spec- 
trum and disappeared with it. 
And in another incident a 
joystick was delicately re- 
moved from a micro with the 
aid of wirccutters. Disgrace- 
ful: 

But wait, 1 hear a solution 
is in sight. One company is 
now taking to exhibitions an 
arcade -type joystick sealed in 
a 6- inch by 4-inch steel box 
and fastened to the stall d with 
quarter- inch steel bolts. Try 
jiickhie that, you little 
thieves! 



Mind that lamp-post! 

I hear that awfully nice Frak- 
man Nick Orlando is plan 
ning to release a game called 
Whoopsie! for the BBC, He 
says it s something to do with 
dogs. Whatever can he mean? 

Artie attack 

Imitation is, they say. the si li- 
ce rest form of flattery. 
Perhaps that's why Artie are 
bringing out a game full of 
ripped off characters and cli- 
quey jokes that leans heavily 
on the reputation of two 
blockbusters - Revenge of 
the Mutant Camels and 
Monty Mote. Its name? 
Mutant Monty. Jeff Minter 
and Tony Crowther arc not 
amused. 



Silly bee 

Ronald Reagan s Secretary of 
Defence, Richard Perle. has a 
bee in his transatlantic bon- 
net about not Jetting Russians 
play with western computers 
Why on earth not? Be- 
cause, thinks Dicky, the Kus 
sians could use a computer 
such as the Apple II to target 
nuclear weapons. I haven't 
the heart to tell him that you 
can't even play a decent game 
of Defender on an Apple. 
What those reds really need 
for their missiles is a network 
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"The largest arcade adventure yet seen on a micro" PCG 

(over 1.DDQ screens of playing area) 

Only for the ultimate games player with the unique 
QuoVadis Sceptre as the prize 

Commodore 64 £9*95 on Turbo-cassette; £12,95 on Disc " y 

AvaihihiH fr ihn ur>«nJ imupuh-r slnrtin every whtrrt;. In rasp, nf riiffiiully in ithlHininu un\ of our tiiimirs |jIimsi> [iinlwl us 
tin Ihc iHjmhi-i -, heluw. Aulhitnsrrt oYilll!rs ran onliir dirtily Irom H\1T DiNlMliulkin. 

The Kdj*e t 31 Maiden Lane, Co vent Garden, Lnnriun WC2 Tel: 01 240 1422/7077 Telex: 892379 



CHALLENGING SOFTW 



Less than human, far more than mere computer 

The Psytron controls Ihe massive Belulo 5 Installation. When Hie 
attack comes, it will cope with defensive demands which would leave 
a human brain unhinged, computer circuits scrambled. 
Damage in any sector of me base musl be assessed and its effect on 
the fabric of the instoHotion calculated immediately. 
Humeri Ijveswill be expended OS necessary but if the P&ytron ever 
goes down. 
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DALEY VAULTS 

. „ 

The two big climbers this month are both games rele, 
almost simultaneously on the Commodore 64 and Snecti 
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The two big climbers this month arc both games released 
almost simultaneously on the Commodore 64 and Spectrum. 
The new number one, Datey's Decathlon, is once again also a 
new entry to the charts. 

Ocean were understandably delighted and practically 
speechless at the news, managing to say, 'smashing, that 's 
great: The majority of their sales are on the '64 but as the 
Spectrum version becomes widely available you can expect it 
to catch up. 

Gremlin Graphics were equally pleased with the dual 
success of Wanted! Monty Mole and expressed delight at the 
speed with which it had shot up the charts. They say they have 
sold 20,000 copies in the first six weeks. 




Decathlon from Activision and Micro Olympics from 
Database have also climbed into the top ten showing that the 
enthusiasm for joystick and keyboard demolition continues 
unabated. 

The rest of last month's top ten are still right up there but 
could find themselves taking a dive next month as the rest of 
the big autumn releases make their mark. 

It looks like Manic Miner is finally about to drop off the 
chart after a tremendous run and leave its successor fet Set 
Willy to fly Miner Willy s banner in the charts. 

We have a shrewd idea though that there is going to be yet 
another new number one next month and plenty of reshuffling 
at the top r 
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Last month each Software Club Member took a share of 

0, 000 worth of discounts on the very latest top quality 
programs and accessories . . . 

ARE YOU STILL BUYING 
YOURSOFTWARE 

THE HARD WAY? 



COMMODORE 64 ■ SPECTRUM 48K BBC B - VIC 20 ■ ORIC & ZX81 £ 



WHO ELSE GIVE YOU ALL THIS? 

* A huge continually updated choice of the finest and fates f games available, plus 
educational and business programs — in many cases before they reach the shops i 

+ The backing of our Price Promise so you can buy with absolute confidence knowing 
that you're getting the most from every penny you spend and the best with every pound 
you save. 

* The Club "s tree colour magazine sho wing our vast choice of programs and eve lusive 
offers on accessories aft at hu ge cash savin gs — like a superb computer Work Station 
for just £19.95 ( £15 less than everyone else is currently paying), tike top quality home 
computer maintenance kits at half price ! The list goes on in a magazine that comes not 
once In a while, not every couple of months but ever y month so you're always right at 
the centre of the action. 

* Programs for nine types of home computer — not just two or three — ail guaranteed 
direct to you from the original manufacturers. 

it Free Software Club Vouchers every month if you re quick on your feet! 

* A telephone order hotline tor ultra fast despatch and a Customer Service hotline to 
serve you better, 

* The knowledge that you 11 be with the Club that started it aft. There's only one 
Software Club. It's the most popular in the U.K. because it's the best — always in touch, 
lively and fun t that's The Software Club. The best value vou_can get — bar none . 
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adattkm to four ((!'*» ftn.'t priv* ■oMoMcrsJ in fwr fim f*ar of ntmmb+r 
•■a ipoift for chafe* and If you r* anylNng itko qui currant 
iimteflimu'fli*Mf*terffliw(ftMftrtinfww«wffl«f*te^ 
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rap« sii •cceMO'tai are jMd mt»( pAp (r*+ — ptp l« onfjr chntytd on 
vrjfx tor mingio programt at a rata or 41 p. 

OUR PRICE PROMISE 

$f*c -off fy choox'ng any itw» t\ itotm «!5 titi** so* fta/I wic*. Ait you 
ban to lakt J« aooihar art program* at prtem nmtt Mom utait in yovr 
far d tnambofmhip, tt yov Hod yo*j cou« H*v» bought iha Mr* (ffki fou 
chooa* ahm at hm n for lmm> at tfm aawm lint* ai you Bought iftww tr&n ch* 
Cte/fi, w* *i;r 0t»dty rttfluno' i h* tjlti&w.: t- Vw£WV fee* Ikftft Tfti Soft**** 

REMEMBER SEND NO MONEY NOW 
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CHUCK IE EGG 







j*ndroW2 5.SK5 3.49 07100 Ocoor, 

You are the Andtvid—Mtop fo* ttivsnctcftft* UIDttolds, iuryiva tfr* Mate 
of Death, rafwnatea in* Paretic* Zona md cms tha Ftetfend* — bar 
benffora ffie lethal hovotxudx, tjooncars and taitd/ninta . 
atagpar 7.ft$ 3,B7 OWfC -Wotf* 

Fotfow tfw «*ptok* oi ftodoar trt* Dodgiar, maafar tw^giat'. /firaug/) fjanfcn, 
3n«p* and houses — out watch out ta alarms and vary .vooc>.Ky night- 
#*[c-ri man. 

So* or Waflyaf 795 J.97 055*0 atfpafa 

Vou vs pokshed your sWB on Biesftya/, now puf tfre/n to in* re*i atr-h his 
son — Sippery Sid's not art a- morwy , , ©apto/raj)* j'tf flu* yarn* 
Canton 6.00 3,45 Ocoafl 

f nla/ p. a casi'* sfncwprtold a/ yDur porn', 1 To rasctra Gufeavara you must 
escams six awaswn* tevait <»dsriff and tsofltfrtg' ffia doadJy knights WIN 
tha nugve tyt tft* sword EtGefbur mam good prevaU? 
OtmDmritDmcinto 7,95 3.97 08T9C Watons 

So K"ot» /fi.'rtJr >«s>u on « aaort-rmw iharMnayrsr/aotiautwatyou 
Jfwt n? iwi^py — rsaf you7 afa'fia on tand. ssa and iww. 
r**KA6*c* 0.90 3,45 OJTSO Ocean 

Amoh Esmeralda from her castle stronghold Faaiuttng the Romp arty 
' lights, Arovrs, Ftrabatia, 7?w Pif JWfrf of cotirM ffr-js* ti«9s J 

7.96 3.97 neroC? AWtfOf.'i 

Through tamtying hatardtt and Uftittt ccwifafif aanW eomfcaroVrnior. tfw 
is tha n/fln*rtigf# fraw journey tit ati tiroa — cai y&u ma^n it fcatore you mn 
out of ttfal end become a GitJkig dock 

UUuoOtympkt 5.95 J.97 07090 Mtaro Usat 

FfatflteM *\r*ntvplU9 long jump, high jump, poie vauk. ,'flvevi i, discus and 
Hammer ~ you Can takrn part in thorn afi at una taouhtth Micro Olympics. 
Potty Ptoion 7 95 A97 09ST0 Grwrri'n 

Pvcy ttta Potty Pigeon marten suiocfai attempt* to bvHd his rtaat by 
ptueiong n«ga from the pirn cttmnjiNng trafltc — ft* Aaa om waaport 
tin/ugh ~~ his ravoltirtg: axptaafwa 

Smotm $.05 4A7 039B0 Vwom 

Accurate iebh) layout, vahabt* shot Mttongth, spin on the bail In any 
direction toui t»*bif» . It's Mka having your own Arfaiza tahto but guard 
K Of you'll nanat gat a chanc* to ptay yooneit. 



Who'd think a taimyai 
beform thu nasbes g»: 
out of foe cage. you'. 
73? Fttqht Simutaiaf 

"Start approach wet) 
fry^jt flap aftd <ja*W • 
up with powar to cot 
vi/port rSght afrrti 
Guardian 7.95 197 OSfrO *J*QSt* 

Sfjp .n* Lsndan frying to capture Humanoida from you> otarw tutfae* 
whantarMllftg ftyingoodx. swamw*. eJsm bomber*, daadty baiters and a 
camikwotfli OYorWatw jetrvtinn, 
Snoairar «9S 4.47 

Game description as tor Cimmodohti 




Ocean House ■ 6 Central Street * Manchester M2 5NS Tel; 061 832 6633 



Ocean Software is available from a.11 good software dealers and selected branches of: 

WOOLWORTH WHSMITH LASKYS Rum be lows and Spectrum Shops 



I 






BYTE-BACK 



SAM A NTH A HEM ENS replies to w selection of letters from our ever-growing ma i J bag. It's great 
hearing from you r oven though we can't always give individual replies* write to: Byte-back, 
Personal Computer Game*, 62 Oxford Street, London Wl A 2HG* 



Zzooming score 

AUu r giving up at trying to 
score 600,000 on Zzoom 1 
decided to try to shoot as 
many refugees us possible, On 
level 1 1 managed 44 and then 
waited to see if J got a com- 
puting bonus. 1 did - and it 
didn't stop. After it. passed 
J 5,0001 pulled the plug. 

Has this happened to any- 
one else? 
C Williamson, 



Cut 'originality' 

Is the Originality column of 
your ratings really necessary? 
If a game is a rip-off, surely 
the reviewer would say so in 
the review'? Originality is not 
a quality the majority of com- 
puter owners would look lor 
when buying a game 
(although, admittedly, in 
some cases it does help}. 

The originality ratings 
you've given have sometimes 
be £ n mis I cad i tig or wro ng. An 
example is Wheelin Wallie 
by Interceptor. It's a good 
game deserving all the ratings 
it got, except for originality. It 
is in fact an exact copy of a 
game I saw at the seaside 
called Snap jumper. 
Chris Abbott, 
Bees ton, Notts 
'Originality' is certainly the 
hardest rating to give and 
sometimes, as in Wheelin 1 
Wallie, we get it wrong. But 
we still think it's an impor- 
tant rating. Games which 
contain genuinely new ideas 
deserve credit for them, quite 
apart from their other merits. 

Sickening sales 

Having to save up 5 Op a week 
tor games, it makes mc sick to 
see people like the girl in 
Challenge Chamber (Septem- 
ber) who buy a game every 
week. 



Really angry responses! 



In September's Byte-Back I 
read the l really angry' letter, 
and found it was pretty true, 
except that you have Spec- 
trum games as game -of- 1 he- 
month as well as the CBM 
64 : s. 

Why couldn't you have 
BBC games as game-of-Lhe- 
month? I know you did once 
with Fortress but that's about 
ah. What about Frak!? The 
best game for the BBC was 
only a PCG hit Why did you 
give it only 9 for sound? Try 
loading the first part of Frak! 
and deleting line 130 - run it 
and doesn't that sound a lot 
like Captain Pug wash? 

If you compared Frak! with 
the following month's game- 
of-thc-montb {Quo Vadis for 
the '64} you will notice that 
Frak! got a higher overall 
mark. What have you got to 
say about that then? 
JujiahanCrightort, 
Retford, Notts 
Game-of-the-month means 
best game that month, frak! 
had the misfortune to be 
released in the same month 
as Lords of Midnight and 
Sabre wulf. Otherwise it 
would have been game-of- 
the- month for sure. 



In answer to the points raised 
by Tim Russell of Coventry. 
First of all, Commodore 64 
sales last year account for no 
less than 24 n - ; of the total 
micro sales in the UK, not as 
many as the Spectrum, but a 
considerblc amount none- 
the-less. As for Mr Russell 
slagging off the excellent 
Spectrum games such as A tic 
Atac and Lunar fetman, all I 



can say is they must either be 
too difficult for him, or he is 
j ust d own right stu pid , 
David Clark, 
WalIsend,Ty[ic&Wear 



Thanks for the great maga- 
zine and the great value. Con- 
sidering the money saved on 
buying sub- standard games, 
75p is welt spent on PCG. 

In reference to Tim Rus- 
sell's letter (September issue) 
I would like to point out that 
the CBM 64 is the world's top 
selling micro and is second in 
the UK, and that it is now no 
longer 'foreign' as it is made 
in Great Britain at Commod- 
ore's new Corby site. So there 
you are Mr Russell ... the 
facts! 
JBriggs, 
Dundee 

I disagree with what Tim Rus- 
sell said in the September 
magazine. The Computer and 
Video Games review section 
is pathetic. Your Screen Test 
section is the largest, most 
detailed review section of any 
computer magazine. 
Robert Milchell, 
Manchester 



Really pathetic reply! 

1 think you will recognise the 
name. Tim RusselL Well, Pm 
sure by now nobody likes me. 
Pm sorry about my letter, but 
that's how I write them, Pll 
tell you now why nobody 
likes me: 1. Pve got no taste. 
2. Pm completely deaf. 3. Pm 
a complete and utter fascist. 
Tim Russell, 
Coventry 



I see these people in shops, 
and they often go from the 
top left Spectrum shelf along 
until they come to a game 
they don't have. They say to 
whoever is with them. L Have 1 
got this? 1 and then they buy it 
regardless of qualify or any- 
thing. 

'MS 

far 





1 expect they have large 
piles at home of Pac-Mqn 
Frogger, etc. AN I can say is, it 
serves them right. I only buy 
otter reading as many reviews 
as possible, asking people 
about the game and prefer- 
ably playing it. 

A thing I hate about the 
software houses is that they 
often disguise the nature of 
their games. 1 am getting used 
to it now and can tell an 
arcade rip -off a mile away. 
Pac-Man types usually have 
something like: Guide .,. 
around dodging the mons- 
ters. Bat the wafers and every 
so often you have a power pill 
to give a period of invincibil- 
ity.' 

Finally, I do object to not 
being able to change a game 
for a d i f f ere n t on e i f y o u r ea E ly 
hate l[. because you might In. 1 
a pirate. 1 suppose it would be 
a good way of getting lots of 
games, but we're not all that 
dishonest and John Menzies 
have lost a couple of sales 
because of this. 
Michael 
Glasgow 
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And now from Bubble Bus 



Hustler i 



for the 16k and 48k 



ECTRUM 



COMMODORE 64 

HUSTLER was THE 
first and is THE 

finest of 
Pool Simulations 
for the Commodore 64 




• 6 different games 

• 1 or 2 players 

• Kempston or Sinclair joystick 
| Interfaces can be used 

• UNIQUE TO THE SPECTRUM 
AND MSX VERSIONS -top, 
bottom and side spin 






I £6.99 



87 High Street, Tonbrldge 
KentTN9 1RX 
Telephone: 0732 355962 
Telex: 95151 



Available from aH good 
retail outlets or direct from: 

Dept. PCG 

Bubble Bus Software 



Byte-back 



Stop the illiteracy! 

Alter purchasing Sine I air 1 s 
new game Stop the Express, 
me and my friend rushed to 
my Spectrum. 

It loaded, it was great. 
Good graph ics : animated 
well and very addictive After 
a few goes we go I inside the 
train, a few more and yes!! we 
stopped I he exprcss. 

But after all this we was 
greeted by 1 CONG RATU RA- 
TIONS YOU SUCSESSr Are 
the programmers at Sinclair 
illiterate? 

D Farrell and K Brown, 
Tamworth, Staffs 

Bored stiff! 

I wrote in a month ago to 
complain about CA's review 
of Artie's World Cup. Howev- 
er, I now feel J must apologise 
to Chris - he didn't boob at 



Lasting Interest - not a lot, 
I'm bored stiff. The game is so 
easy. The first time I played, I 
won the World Cup and my 
highest score is 8-0. 

Sadly, the game now Lies on 
my desk collecting dust - oh, 
how 1 wish I'd got PCG be- 
fore 1 made my mistake! 
Richard Thaw, 
Huddcrsfield 

/ can see the Ed from here, 
sniggering in delight - some- 
one's finally cleared his 
name. Oh well, suppose 
we'll have to let him back on 
the streets now*. 

Bgndersnatch 
revealed 

In your September issue, 
Buzz contained an article ab- 
out the collapse of Imagine, 
and the game Bandersnatch 

In your article you said that 
the point of this game was 
obscure. For your informa- 
tion the 'Bandersnatch' ori- 
ginates from the famous 
poem Jabberwoeky in the 
book Alice through the 
Looking Glass 1 . Later in the 
book the King remarks, 'you 
might as well try to catch a 
Banders n ate h\ Perhaps this 
is the purpose of the game. 
Nicholas Wall is, 
R i be h ester 

Vow could be right about 
that Nicholas, but the whole 
truth may never be known, 
since our latest info on the 
game suggests that all plans 
for it have been shelved- In- 
stead efforts are being made 
to complete Imagine s other 



The Micro 
Debate debate 



Firstly, your magazine is 
totally brilliant, the best on 
the market. Weil done, team, 
you're a hit. 

Secondly, that debate in 
Septembers issue was super. 
As usual, good old '64 came 
out on top. Sighl If s so pleas- 
ing seeing my friends begging 
to play International Soccer 
as their Spectrums are broken 
or being repaired. 

Ok. Commodore Basic is 
terrible, but then you can 
always update with another 
Basic. And, oh yes, I've got to 
get one thing clear - t hate 
BBCs. 

Derek Twee, 
South sea, Hants 

How could the Spectrum and 
the '64 have the same overall 
marks (9} h when the Com- 
modore received a total of SI 
marks and the Spectrum only 
70? 

Matbew Barton, 
Rollon 



Despite some very funny 
lines, that debate was a load 
of **•**•„ f own an Atari, no 
jokes please? What do you 
mean by saying you have to 
pay JBO for a game on these 
machines? Silica Shop are 
now selling all games car- 
tridges for either £9,95 or 
£14.95, 

As for that chart, how can 
the Spectrum get 10 for game 
quality while the BBC gets 
only 9??? 
Lee Caller, 
Staines, Middx 



I feel 1 must put pen to paper 
to tell you how much 1 en- 
joyed reading The Great Mic- 
ro Debate (September). It was 
brilliant. It was great to see 
Vic standing up for himself 
against rubber face' Spec- 
trum. 

Jonathan Clarke, 
Norwich 



We had loads of letters about the debate - most of you loved 
it. but not surprisingly a lot of you complained that your own 
computer had been under-rated. This is definitely a subject 
where you can't please everyone! Oh, and thanks to Sanjeev 
Shetty and Brendan and Andrew Melck from Wargrave, 
Berks, who sent us an entertaining continuation of the 
debate which starts off: 

'BBC (to Spectrum): Your games might be good, but when 
it comes to hardware, you're way behind. * 

Wonder what comou ter thev own ? 



Bongo nightmares 

1 should be fast asleep in bed 
now - it is ten to three in the 
morning - but instead 1 am in 
bed writing this letter. 

I am not asleep because I 
have tormenting nightmares 
about the high scores you had 
in your magazine for the Vic 



the word - a score of 
2,152,000 is just one big joke 
My high score happens to be 
17,6S4,0Q0 and you may 
think with a score like that r 
why doesn't he challenge the 
Chamber. But unfortunately 
the forms for the Challenge 





not fit my address on 
S Winterlon, 
Whist on. Merseysidc 

Come off it 'S\ a talent cap- 
able of hammering Bongo 
into the dirt has got to be 
able to generate slightly 
smaller hand-writing, You re 
just scared of meeting the 
Chamber Master. 

What a rip-off! 

After seeing a magnificent 
advertisement for Statesoft's 
Astro Chase in your August 
mag, 1 rushed out and bought 
it. 3D Graphics' it said. Car- 
toon Animation' it said, ( 34 
Screens 1 it said. Review it 
quick - the ad's a rip off. 

What it slyly forgets to 
mention is thai the 3D ani- 
mated graphics have abso- 
lutely nothing to do with the 
game and the screen shown 
in the ad is no more than the 
title page! 34 screens should 
say 34 levels, since we all 
know there is a subtle differ- 
ence between a change of 
events and just more and 
more aliens (simple ones at 
that). 

However, it's not that bad a 
game, addictive even, but I 
strongly recommend other 
games freaks to view it first as 
even the cover gives a v&ty 
false impression that it may- 
be something different. 

Their motto excEaims. 
'Really something else' - 
perhaps it should read Really 
the same as many". If this is 
the latest mega-game from the 
USA, our excellent Timey' 

about. 

C Constable, 
Ashford, Kent 

Well, Mr Constable (not in 
the force are you?}; turn to 
the Screen Test section to see 
our verdict on the game. We 
are somewhat of your opin- 
ion that the ads are mislead- 
ing, but aren't many of 
them? Isn't that what we're 
here for? 

Ultimate 

suggestion 

I was recently reading the 
September issue of your num- 
ber one magazine when 1 read 
a letter from some idiot saying 
why don't Ultimate convert 
their games onto the CBM 64 
As if the Yankee machine 
hasn't got enough games, 
most of which are ripped -off 
Spectrum ideas! All T can say 
to Ultimate is: stick to the 
Spectrum. 
P Lowe, 
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Byte-back 



Dad's turn 

On buying Micro Olympics I 
was pretty good at it. On the 
first day I was getting 12.92 In 
the 100 metres, 61m in the 
discus and 2 metres 30 in the 
high jump. 

' am still 




ft " ^ 




At 6 pm my dad gets home 
from work, takes a look at the 
screen and says. 1 Looks no 
sweat to me'. Well who am I 
to resist a challenge? OK, J 11 
give you a game.' I confident- 
ly offered. Huh! 

After the 100 metres, in 
which he beat me by at least a 
second, shaken but still firm I 
thought it's just beginners 
luck, don't panic \ Later, hav- 
ing been totally and utterly 
thrashed in all of the events, I 
admitted defeat. Even the 
computer runner and my 
Spectrum keyboard looked 
exhausted after my dad had 
been on it! 

So, on reading Adrian 
Brown's letter, T though 
perhaps a father's Challenge 
Chamber could be arranged. 
Then the dads could fight it 
out among themselves! 
Rhys Willis, 



Where's Hunchback? 

J think yours is by far the best 
computer magazine. Howev- 
er, when ] g lanced through 
your Good Buy section 1 was 
amazed to see that Hun- 
chback was not included in 
the CRM 64 list Why not? 
After all, it did get to number 
1 in the brilliantly-compiled 
PCGtop50. 
NorbertGrey. 
Dublin 

Our lop 50 shows the games 
which sell the most. But just 
because a game has sold 
well doesn't mean we'd 
necessarily recommend it 
Hunchback is certainly a 
strong candidate for inclu- 
sion in Good Buy, but space 



What a scream 

1 get your magazine every 
month and I was in tears of 



laughter when I saw the front 
eover of the September maga- 
zine, it's so funny! The punk 
breaking the joystick, with 
the chain and padlock round 
his neck and that expression 
on his face!! [loved it. 
James Agger, 
Quenti bo rough, 
Leicestershire 

You'll find him appearing 
again in this month's Tricks 
'ri Tactics - remember the 
model's up for grabs. 

Rat's Burp 

I recently acquired Match 
Point and wholehertedly 
agree with it being a PCG Hit 
(quite an honour}. But 1 don't 
agree w r ith a lew marks you 
gave it, 

Sound 4: Now cummun! 
You've got to have massive 
cars to hear anything louder 
than a rat's burp. (How can 
you give World Cup 1, but 
Match Point 4). 

Graphics 9: Admittedly the 
graphics are good, but the 
people could have been a bit 
varied, eg different colour 
haJ I - boys a nd p I ay e rs , 
Mico Desbrow, 
Basildon, Essex 
Didn't you know, 4 is the 
mark we give to anything 
that sounds in the least like 
a rat's burp. At least it 
wasn't a drastically out of 
tune rafshurp like the songs 
in World Cup! 

Death to dealers 

I strongly recommend a slow 
painful death to software 
companies and dealers alike, 
immediately ... unless they 
finally sort out their differ- 
ences when dealing with their 
bread and butter. 

I am, of course angrily re- 
ferring to us. the poor frus- 
trated beings who try and 
grasp mega-games of adven- 
ture and arcade alike. Furth- 
ering ]an Venema's strong 
and rightful complaint about 



the lack of software in The 
Netherlands, it is equally 
hard to obtain it in one of the 
hearts of computcrjand, Bri- 
tain! 

I live in a dead boring but 
picturesque town which, 
amazingly, sports its own 
computer shop, da da! Like 
many other shops, it proudly 
advertises in the local papers 
that it stocks this, that and the 
other, including 'a wide range 
of software'. 

I had my heart set on 
buying a game or two. What, a 
joke! Only ONE Ultimate 
game was available, A tic 
Atac and no Uurrell, Digital 
Integration or others. I mean, 
why were the shops opened 
in the first place? To save a lot 
of hassle with mail order, lost 
c hequ es, du d ga m es etc . 

Maybe it's about time com- 
panies and dealers got 
together, sorted out their dif- 
ferences and gave the buyer 
what they want; a shop where 
they can get a game without 
having to worn,. 1 about it being 
a dud and can get it tested at 
the same time. 

Clifford Free, 
Buckinghamshire 

Strong words, Mr Free, I 
wonder what other people 
think about this? 

Walliesin 
Dacjenham 

[ thought you might like to 
hoar something funny. When 
my friend and J went to my 
local computer store 1 said: 
Have you got Manic Miner?' 
The salesman replied: 'Yes, 
and it's Maniac Miner/ 

My friend, who was rotting 
with laughter, said: You 
ought to read the cassette 
case.' He then replied l Nahh, 
you wanna learn some Eng- 
lish. 

Another time my friend and 
I went into a shop where 
there was a man running a 



survey on computers as he 
was about to start his own 
software business. I told him I 
had a Spectrum and he re- 
plied: Is that a ZX31 or 
48JK? 1 

Sanjay Chokshi h 
Dagenh am, Essex 

Anyone else got some funny 
laics for us? Go on ., give us 



Anti-Spectrum club 

1 thought you'd tike to join 
my club. The Anti ZX Spec- 
trum, jet Set Willy and Manic- 
Miner Chtb\ There is no en- 
try fee, but you must be a 
Spectrum hater. Rules: 
I.When you see Give Sinc- 
lair talking about one of his 
useless computers on TV fol- 
low' these simple instructions; 

a) Scream and yell as loud- 
ly as possible. 

b} Annoy Manic Miner/ 'jet 
Set Willy fans by saying that 
Matthew Smith has finished 
with the Miner/ Willy series 
and is now programming 
games with better graphics, 
sound, originality and com- 
plexity. His first game of this 
type is called Breakout and is 
in black and white to create a 
better atmosphere than in his 
previous games. 

2. W hen a Spectrum owner 
is counting their thousands of 
games, remember to stand on 
them or pour your drink over 




3, Always carry a pair of ear 
plugs in case you are sur- 
rounded by a group of Spec- 
trum owners talking about 
their fa vou ri t e games. 

4 W r hen Spectrum owners 
are loading a game you rriusJ 
get rid of it fast. The best way 
to do this is to stand on the 
cassette. 

5. All members will defend 
all computers from the Jupiter 
Ace to the . cr . . big compu- 
ters. Remember nothing is as 
bad as a Sine' computer! 

Please keep these rules for 
the safety of computing 
When you perform one of 
these duties, you are doing it 
for yourself and CBM 64 J s. 
Bar tie El I is h 
benflect, Essex 
// seems pretty fishy to us 
that your handwriting B ar- 
ris is nearly identical to that 
of another rea der of o 1 1 rs. We 
think perhaps you re Tim 
Russell in disguise - is this 
true? Anyway, your letter 
throws a somewhat new 
(and certainly different) 
light on the previus argu- 
es eh? 
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cotoui 
spctc© 



commander oi a federation star 



your mission is to seek out a fellow 

who is lost in space . You must explore 
strange new galaxies, figMand destroy 
the enemy arid boldly go where no man 
has gone before, 

BSC £7.95 ELECTRON £7 






Seen the worred look on Mrs Thatcher's face recently? Maybe you 
thought the economy was getting her down? Or perhaps Dennis hod 
been nagging her again? But no I PCG can exclusively reveal the true cause 
of her concern - Britain is being invaded. Yes, folks, this island nation is 
being flooded with thousands upon thousands of little rectangular objects 
wrapped in cellophane — American computer games. 

What are they doing here? Are they really — as some suggest — better 
than our own British games? Mo-one would ever have known had not PCG's 
editor Chris Anderson picked up the phone one day and, by o freak 
accident found himself listening in on a transatlantic row between our 
Maggie and their Ronnie. Despite strenuous efforts by Ml 5 and the CIA to 
suppress publication of their bust-up we can now reveal ail. 



MAGGIE ^ My question is, Ronald, why 
arc you sending them to us? We really 
do already have enough of our own, you 
know. 

RONNIE: You do? Gee, Margaret, I 
thought you'd be kinda pleased to get 
them - 1 mean old Uncle Sam s software 
is so good, 

MAGGIE: Not as good as ours, Mr 
Keagart! 

RONNIE: Please, call me Ronnie. 
MAGGIE: The point Ronald, is that it's 
here in Britain that the home computer 
revolution happened First. It's all due to 
a dear friend of mine called Give. 
RONNIE: He that bald guy with the 
pink nose? 

MAGGIE: Give Sinclair, that's him. 
Now he's the chap who made the first 
really cheap computers and MILLIONS 



of Britons bought them, Mr Reagan, I 
promptly made Give a knight, and 
Britain's been the greatest computer 
nation every since. 

RON NIC: Yeah, but we're talking abou t 
computer GAMES here, Margaret. You 
can't piay proper computer games on 
those little rubber match-box toy things 
your Sinclair makes - what does he call 
them? -oh yeah, Spectrums, 

(A spluttered noise, possibly trans- 
atlantic interference, drowns the con- 
versation for a few seconds.) 
RONNIE: Sorry, Margaret, didn't catch 
that. 

MAGGIE: Mr Reagan, you have just 
made a most provocative remark 
RONNIE: Yeah, well, gotta keep in 
practice for those Kusskies. 



MAGGIE; Listen, I'll let you into a 
secret. I myself own a Spectrum - given 
to me by Sir Give himself. I play British 
computer games on it every evening, 
and 1 think they're ab&olutelv wonder- 
ful 

RONNIE: Gee, ain't that cute? 
MAGGIE; My favourite at present is 
called Wanted: Monty Mole, I've got a 
special cheat version which allows me 
straight into the last screen in which you 
kill off Arthur Scargill. It's wonderful, 
Ronald, quite wonderful. I find it so 
relaxing to finish him off a few times 
each evening before retiring for the 
night. 

RONNIE; I have a better way to relax, 
I just get out my copy of the magnificent 
all-American Zaxxon. Once that plane 
starts gliding over the old 3D landscape 
I can imagine myself in one of my new 
Bl bombers heading for Moscow Who- 
opee! Here we go boys. Stand by to 
outlaw Russia! We start bombing in five 
minutes! Wham] Bam! Whoosh! .., 
great game. Zaxxon. 
MAGGIE: That's the trouble with your 
American games. They're mostly just 
straightforward shoot-'em-ups. No 
sophistication. You're all far too aggres- 
sive. 





3D PC GAMES 



PCG Special 



RONNIE: Then how come half-a-dozen 
British companies have tried to copy 
Zaxxon? 

MAGGIE: Labour Party people . 
RONNIE: And how come another 
GREAT a 1 1- American game Beach- 
Head has been at number one in the 
British charts of late? 
MAGGIE: Yes, well, Beach-Head is a 
good case in point. It looks absolutely 
wonderful with those aircraft zooming 
in at you over the sea. Almost reminded 
me of our glorious victory in the South 
Atlantic. But from what I've heard, 
playing Beach- Head gets tedious after a 
bit. And that's the pattern with most of 
your games Flashy packaging, a 
wonderful picture on your TV, but in 
reality, a deadly bore. Dennis says 
they're just like Conservative Party con- 
ferences. 

RONNIE: Yeah, but look, Maggie - can 
1 call you Maggie? 
MAGGIE: Oh I don't think so. 
RONNIE: Mags, then? Or Marge? 
MAGGIE: Er, no. 

RONNIE: Okay, Margaret. Look, I'd 
say it's your dull British games that 
really send people to sleep. They're the 
boring ones, 

MAGGIE: That's where you're wrong. 
Take one of our all-time classics Manic 
W iner. 




RONNIE: That the game written by that 
hideous-looking punk ? 
MAGGI E: Don t be rude about Matthew 
Smith. Personally. [ think he's cuddly. 
Anyway, Manic Miner's 20 different 
screens have kept this country's games- 
ters plugging at the keyboard for hours. I 
myself have never got past the flapping 
toilets in Eugene's Lair But Dennis is 
very good at it. 

RONNIE: Manic Miner ... that 
wouldn't by any chance be a platform 
game set in a mine, w ould it? 
MAGGI E: That' s i t r you ' ve see n it ? 
RONNIE: No, but I've seen Miner 
2049'er. Sounds to me like Manic Min- 
er is another example of an American 
game being ripped off in England 
MAGGIE: And improved on. 



RONNIE; Yeah, but what about 
nality. Maggie - er - Margaret. Whei 
your people going to come up witl 




SPECTRUM 48K 




k 




The first ever true arcade adventure 
Mega-game for the 48K Spectrum, featuring 
a playing area of more than 1000 screens. 




Spectrum 4»K £7.95 on Turbo Cassette 

Available fnim jcond computer stores everywhere- In case n\ difficulty in obtaining any of mir Karnes plnasH ciinlucl us 
on Ihe numbers below. Authorised dealers tan order direclly from fc!ME Distribution- 

The Ed^e, 31 Maiden Lane, Coven* Garden, London WCZ Tel: 01 240 1422/7877 Telex: 892379 



'F rak, Mr Reagan, FRAK' 




ideas of their own? Where arc the truly 
innovative games, like Shamus, the first 
multi-screen maze game, or Preppie. the 
first-and best-painter game? 
MAGGIE? Don't lecture me on original- 
ity, Ronald. That's the hallmark of our 
games. Take our company Ultimate. 
They've produced a string of outstand- 
ing programs almost all of which have 
been brilliantlv original, jet Pai\ Pssst' .. 
RONNIE: Pardon? 

MAGGIE: ... Lunar jetman, Atic Atac 
Or how about my favourite hippy, Jeff 
M inter? Which of your programmers 
has invented such characters as interga- 
lactic space-sheep or mutant goatoids? 
RONNIE: Which of our programmers 
would want to? 

MAGGIE: Then there's a game called 
The Lords of Midnight by a true Brit, 
Mike Singleton. Mr Reagan, that game 
isn't just original, it has created an entire 
new CLASS of game. As did Atic Atac 
before it Your people can't compete 
with that. 

RONNIE: Having clever ideas is one 



thing, programming them decently is 
another. That's where Yankee know- 
how comes into its own. Take a game 
like Star Raiders . . . 
MAGG I E i Another sh oo t- 'em - u p . 
RONNIE: ..which lea tu res fantastic, 
smooth, fast-moving 3D graphics. That 
game, Margaret, was written three 
YEARS ago and squeezed into tiny 
memory space, but it s still one of the 
best 3D space games around. 

And how about oJd Atari's Pole Posi- 
tion? That's not a shoot-'em-up hut it's 
a darn good piece of programming. Just 
try comparing it with a racing simula- 
tion on one of Sir dive's Spectrums! 
MAGGIE: Don't make me cross, I'm a 
devil when I'm cross. I don't know 
anything about motor racing except 
when my son Mark gels into trouble, but 
there IS a brilliant British TENNIS 
simulation on the Spectrum called 
Match Point BESIDES, you're not 
being fair. It's much easier to write on 
the Atari or Commodore 64 than on the 
Spectrum. You should see what OUR 



Following our recording of this re- 
markable conversation we made 
approaches to sec re I sources in 
Whitehall and Washington, 

They were able to supply us with 
these previously unpublished docu- 



ments which provide a valuable in- 
sight into the 'minds' of the two 
leaders. 

Comparing the I wo lists is most 
interesting. We know which set of 
games we prefer. How about you? 



Cl *«ftlf iCfltlOn: TOP SECRET 
Docunvnt date: September I3t*i„ 1984 
Sour c • : Th« White House 
Destination: US Embassy^ London 



ThC PRESIDENT'S TEN FAVORITE U.S. GAMES 



Stocks o-f each oi tUi".v 1 1 1 I »i hhcuiEd Li* purchased in London and itor in) 
in readiness -for Mr Reagan '« next British visit* 



SAME 

Beach Head 
Star Raiders 
Miner 2049'er 
Pole Posit ton 
Chop I if t*r 
Frapp i* 

5h*mus 

lorfc 

Forbidden Forest 



MACHINE 



Atn 



CBH L4 , 
GBP- b4 
Atari 

CBH 64, Atari 
CBH 64 T Atari 
Atari, Vic ZO 
Atari 

CBtl 64, Atar i , 
CBH 64, Atari 
CBtl 64 



Vic 20 



SUPPLIER 

Synapse, US Sold 

US Gold 

Atari 

Si 9 Five 

Atari 

Broderbund, Audiogenic 
Silica Shop 
Synapse, Hesware 
Inf DC on 

Audiogenic, US Gold 



10 Downing Street 
Charles , 

This i b a list of the PM 1 s ten favourite computer 
games tall British of course!). She wants you to track 
down tha names snd liTe histories of each of the qamea 
programmers as they could be in for knight-hoods. 



Thanks, old man* Keep your chin up, 



GAME 

Atic Atac 
Hanic Miner 
Jet Set Hilly 
Wanted: Monty Mole 
Lords of Midnight 
Chuck ie Egg 
Match Point 
Quo Vedis 
Suicide Express 
Fr nk ! 



HACH3 

Spectrum 

Spectrum, CBM £4 
Spect rum 

Spectrum, CBH £4 

5pectrum 

Spectrum, etc 

Spectrum 

CBM 6 4 

CBM 64 

BBC 



COMPANY 
til ti mate 

Software Projects 

Software Projects 

Gremlin Graphics 

Beyond 

A&F 

Psion 

The Edge 

Gremlin Graphics 
Aardvaxk 



people can produce on a '64. Take 
young Mr Anthony Crowther. The pic- 
turns he produces on games like Loco 
and Suicide Express put your chaps to 
shame. What's more it only takes him 
two weeks per game, TWO WEEKS, Mr 
Reagan - that's brain power. What you 
haven't got. 

RONNIE; Who cares about trains? 
Helicopters are much more exciting. 
Just try playing Choplifter. 

MAGGIE: Why should I? I prefer a 
game with real DEPTH. Like Quo 
Vadis, for example. Which of your 
companies offers a game which scofls 
over 1,000 screens? Eh? Tell me that! 

RONNIE: We leave that kind of action 
to the adventure players. You might 
have heard of a little game called Z.ork. 
fust happens to be the best adventure in 
the world. All -American of course. 

MAGGI E: It's got no pictures 

RONNIE: That's not a problem over 
here, Margaret - 99 per cent of Amer- 
icans can read. 

MAGGIE: (Growing more heated by 
the minute.} All right! - no need to be 
sarcastic, 1 don't think there's much we 
British can be taught about adventures. 
Take The Hob bit,,. 

RONNIE: That's Aus tralian. 

MAGGIE: They're still part of the Com- 
monwealth, Mr Reagan! That game set 
new standards for adventures even if it 
has got bugs in iL 

RONNIE: Speaking of bugs, have you 
seen the spiders in forbidden Porestl 
Now there's a special game. Great 
music. Chiliing, atmosphere. Your coun- 
try can't touch it. 

MAGGIE: (Sounding dangerously 
angry,) So what, I HATE spiders! YOU 
can't touch jet Set Willy. What Amer- 
ican game has HALF as many Pokes? 
Or what about Chuckie Egg, the most 
compulsive game ever written which 
drives me Wl LD every time I lose a life. 

RONNIE: OK, OK, don't shout 

MAGGIE: (Her voice rising to a trium- 
phant shriek..} And how about Fra.hH 
The sweetest, wackiest, pinkest graphics 
ever created. 

RONNIE: What did you say? You're 

screaming too loud. 

MAGGI Ei f raft , Mr Reagan, FRAK! 

RONNIE: Button up, lady] Who do you 
think you're talking to? Some kind of 
{expletive deleted). 

MAGGIE: Take them away! Take your 
filthy games AWAY! 1 bat for Britain! 
The Ladv s not for turning! We're the 
greatest! The GREATEST! We'll AL- 
WAYS be the greatest! Admit it, Ronnie 
boy, ADMIT IT! 

(Click, burrrrrr, silence). 

MAGGIE: Thank goodness, he's gone, 

Dennis, get out the Spectrum will you? 
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• The prizes 



Each of the 25 winners wilt re- 
ceive free membership of the 
Software Club for 1 year and will 
be entitled ta oil club benefits, as 
well as receiving the club's 
g a me-of-t he-month for their 
machine each month absolutely 



these games! 



The Software Club* Catalogue is. bursting 
with hits for no less thon nine of the most 
popular micros. There are over 400 titles in 
the current catalogue, of which more than 
250 ore recent releases. 

Here ore just some of the games on 
offer; Lords of Midnight, Loco, Frok r 
Daley's Decathlon, Sheep in Space, Ava- 
lon, Quo Vadis, 3D Lunattack, Jet-Pac, 
and hundreds, more. Every month the dub 
offers o gome-of -i he-month for each 
machine, plus the occasional hardware- 
There is a wide selection of titles 
avail able for each of the following 
machines; 

Spectrum, Commodore 64, Vie 20, 
BBC, Orie, Dragon, ZX81 , Electron, 
and AmstracL 





ih boy! This has to be thfc games 
competition of all time! Just im- 
agine hearing a loud plonk from the 
front door as the latest hit release for 
your micro slips through I he .letter box- 
ubsoluk'ly free. And not just once - but 
every month for a whole year. 

That's the fantastic deal we're offering 
25 lucky winners in this great competi- 
tion, run in itssociiilton with ihe Soft- 
ware Club. 

Not only could you win up to £100 
worth of free software, hut you could 
also get the chance to buy up to three hit 
games at only hulf-price, plus a whole 
catalogue of chart-toppers to choose 
from each month at substantial dis- 
counts, 

Entering the competition couldn't be 
easier As usual here at the PC G offices 
we Ye terribly overworked and badly in 
need of a laugh. All you have to do is 



Software Club Competition 



come up with three riddles connected 
with computers or computer games. The 
25 entrants who submit the funniest 
riddles will win and EVERY entrant will 
receive a special invitation to join the 
Software Club together with a £1.00 
voucher to spend on their first selection 
if they join. 

What are you waiting for! Writing 
riddles is laughingly simple in our 
March competition wc asked readers for 
a riddle and had real trouble picking the 
winners because the entries were so 
funny. 

Just ron Kin be that each riddle must 
consist of a question and an answer 
written in the spaces provided on the 
entry form. (You may copy the form if 
you don't want to cut up the mag.) Then 
post the form to: Software Club Com- 
petition, Personal Computer Games, 
62 Oxford St, London W1A 2HG. 

— Entry Form 



■i 



IWMI.r„..r„..r™..r, ! ...r„..r„..r„.rr„.rr„..rr„, r .„rr„..r.„rrn„rr«lK*l.» 

I ADDRE&& ~ ...n 

| ^-mi!WAii> hi nil ■ — 

. ,n„rm.,m„rtHi-H«-IH(, h «'rm,-rH--H«,H«imH-m"hHHI>-."WH"W 



Her* art my ihreeriJdk*: 
I . (Question) - 



Thvw questions are NOT part of the torn- | 
petition, su please answer sliem. HONRSTLY 
- it wiJ] help us to plan future issues of the I 



iniputcr magazines do you j 



(Alllhtf).. 



™i 1111*1 li nn it nu n vnw i wvtgM i ; iminia i u ... i n i t - 

% fQi**i! ion] . 



1, How many c 
buy each month' 

2. Give a rating out of 10 to any of the 
foil owing t i tl es you ' re Fa mi ] iar w tth . 
Personal Computer Games 

Computer and Video Games 

Your Computer 

BigK 



(Answer). 







; mention, with ratings). 



; . _ j 



| ■r44..^..r,._. m ..H^. r WJ^HI,l-H.I.I-HH>H-Hil I I 1M I I I M.^.-WW 

| (AttiWdf ]...,„ - - ™ " 

| Mv Mfllplrtff li teWe 0N[ Dt\\y} Spectrum {wmnodsi* $4 

.Vic 2D 'BBC Electron .'DragH 'One 1X81 Ami rod 
U^ta| km W«ir«5<ty 2 1 it November 1 







O) Thetomprtilifln Uopen w everyone excepl employee! of I 
VjN L" or the Soil ware Club, i 2) AN entries muit be written on . 
ihe official enlry form printed L m Lhi^. pat*.'. Copies of ihe I 
form are acceptable if you dfl not wish, to cut up your 
inaj^zinc. (3) Entries rnUil reach the Personal Computer j 
{James office by first post on Wednesday 2 1st November 
1 9*4. <'4) The Ediior'sdedsiort is final 
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25 COLECO JOYSTICKS 
UP FOR CRABS 

Fed up with the same old flimsy joysticks which 
collapse in exhaustion after just a few days 
pounding? 

Well have we got a prize for you! We're giving 
away 25 Cuteco 'Super Action Controllers 1 , worth 
£25 each they're sold in pairs for just under £50. 

They're designed for use with the CBS Colecovi- 
sion home video games system, but can be used on 
any micro or joystick interface which has a 
standard joystick port. So they're fine for the 
Commodore 64, Vic 20, and Atari, and for the 
Spectrum Kempston iind Sinclair If interface. 

When used with the Col ecu vision system, extra 
controls on the joystick including a key-pad can be 
used. Their rugged build, comfy pistol grip and 
space-age look make them an attractive possession 
tor anyone. 

AJI you have to do to enter is solve the seven 
anagrams of arcade games below and the first 
letters will form an instantly recognizable phrase. 

To help you with these diabolically mixed -up 
titles we've told you how many w r urds there are in 
each and the number of letters in each word. 

The first 25 correct entries we pull out of a hat 
af ter the closingdatc will win the joysticks. 

UNiUMBU THESE NAMES! 

1. POSF. IT IN POOL (2 words, 4 and 8 letters) 

2. NICE PPT ED (1 word, 9 letters) 

3. SAX IN G A LA { 1 word 9 letters) 

4. FICKLE DAD RANT (3 words, 5, 3, and 5 letters) 

5. VOLE RATE ( I word, 8 letters) 

6. BARNS TO LET (2 words. 6 and 4 letters) 

7. ROAM ON PLOT (2 words, 4 and 6 letters) 



Entry form — joystick competition My answers are 



! Name 

.Address 

I 

I Post code ... .. 

Post this form to (Jolcco Competition, 
j Personal Computer flames, 62 Oxford 
j S I reel, London Wl A 21 K i . (J In s i ng date, 
^overnbet^lst^^^^^^^^^^^^^ 




Competition 



50 copies 
of hit game 
Hercules 
must be 
won 

Hercules was a smash hi t fur Lhe 
Commodore 64 in our September issue 
arid now r we're giving 50 lucky readers 
the chance lu walk away with a free 
copy 

All you have to do is answer correctly 
the three questions below. The first fifty 
correct solutions to be drawn from a hat 
will receive a free copy of I / ercules 
direct from Intcrdisc, who produce the 
game. 

Here are the three questions - just jot 
the answers down in the corresponding 
spaces in the coupon below, add your 
name and add r ess , an d p op it in t h e 
post. What could be easier? 

1 . How many labours did Hercules 
perform? 

2. What does R.A.P. stand for? 

3. In what country did the Olympics 
originate? 



Hercules is a great new game from a 
new company, Interdisc. There are no 
less than 50 different screens for you to 
run, jump, and climb your way through 
as you attempt to perform 12 challeng- 
ing tasks. 

What's more, you don't have to worry 
about never getting beyond the first 
screen - the program's 'Random Access 
Principle' ensures that every time you 
lose a I tie you gel a chance to have a 
crack at a different task, 

Hercules is a classic game for the 
CBM 64 and normally sells for £6.95, 
but here's your chance to walk away 
with a free copy. What are you waiting 
for? 



ENTRY FORM HERCULES 
COMPETITION 

■ Name..... . ........ . ' 

^ jf'V.d dress ,. r ..„....i.. .(.... ,...„.... P „., i 

^ 4-h* + i4 + ll + ll + IIM«l-l-P*P*"">» ■■■■■■■■■■■ ■»■■■■■■■■■■■■■■■■'■■■■■■'»■■■■■' | 

i 

| The answers to the questions arc: 

h I 

I Post to: Hercules Competition, Personal | 
| Computer Games. 62 Oxford Street, 
] London W 1A 21 IG. 

. En tries m u st be received by first post | 
^ on Wednesday , No v e ruber 211 98*. 
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AT LAST MICROMEGA KINGS OF 
SPECTRUM GAMES BRING THEIR 
QUALITY TO THE COMMODORE 64. 




ORIGINAL SOFTWARE DESIGN 

49 MOUNT PLEASANT. TAOLEY, HANTS RG26 6BN 






Uk# hen you re up against all the evil in the universe, you 
need the finest joystick. Weak, sticky slow controls 
can only lead you to your doom, 

You need a Wico* The controls in more than 500 
modem arcade games are actually made by Wico/ They set the 
industry standard for durability and performance. And the. same 
arcade quality goes into the Wico* you take home 

Wico' joysticks work directly with the 
Commodore 64™ Vic 20,™ all Atari' Home 
Computers and Atari" Video Games. 

Add an interface, and >ou can connect into 
a Sine lair Spectrum or Apple IF and lie.' If you 
have a new MSX computer the res the just 
released MSX Grip Handle for you. 

What do you get? A man-sized handle 
on a virtually unbreakable shaft. Tough, 
ultra sensitive Wico 6 switchgear. A heavy- 
weight base. A year's guarantee. Arid more she 



dodging, chasing and blasting power than ever before. 

The Wico* range includes the famous Red Ball ^straight 
out of the arcades. Hie Three Way Deluxe with interchangeable 
handles- The light but rugged Boss. And check out the state-of- 
the-art Trackball: many owners use it for serious programming, 
where it gives them effortless cursor control. 

Ask your dealer to let you handle a Wico * Quality' 
( you 1 II find) costs money 

But if you want to have less trouble fighting your 
controls, and more power for fighting the 
forces of darkness . . , only Wico' is worthy 
of your hand. 



m 
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rHE FINEST HAND CONTROLS 
IN THE KNOWN UNIVERSE 



ICO NAME IN ALL GOOD SHOPS AND CATALOG! JES. 



1 HIGH STREET 




ME MO TECH MTXSOO 



The Ultimate. 
On/y £199. 



MEMOTECH MTXSOO MAJOR FEATURES 
STANDARD I/O PORTS 

• Variable rote cassette port (up to 2400 baud} 

• Two joystick ports using Atari con figuration 

• Centronics-type parallel prin ter port 
% ROM cartridge port 

• Uncommitted parallel input/output port 
% Internal ROM hoard port 

4 Hi- Ft output port 

• 4-chonnel sound through TV speaker 

% PAL composite video colour Monitor port 

THE RS232 COMMUNICATIONS BOARD 

(required for disc expansions} 

• Two independent RS232 ports 

% 60- way Disc Drive Bus s upporttng up to four 5. 25 and/or 8 in ch 
floppy disc drives, plus mstont access Memotech Silicon Discs, 
and Hard Discs with capacities up to 32 Megabytes 

USiR RAM 

• Optionally expandable to5!2K in increments of 64, 1 28 f or 
256K 

?4K OF ROM which includes 
m M JX BASIC 

• Noddy, o simple, text-handling language 

• A powerful Assembler/Dissassembler— sections of machine 
code can be created and run by calling the Assembler from 
within BASIC 

% The sophisticated Front Panel, which displays the contents of all 
registers (including the F flag register) and pointers during 
program execution 

• All four languages can be used interactively with each other, 
and with the user 



ROM EXPANSIONS 

% MIX New Word, a 32 K word processing package 

• Hiso ft PA SCA L, written specially for the M TX Series 

THE KEYBOARD 

% Full size, 79 key, full- stroke professional quality keyboard 
incorporating: 

• Main Block with typewriter-style layout 

• A separate 1 2 -key numeric/editor keypad 

9 Eight programmable function keys (16 with shift} 

Hl-RES GRAPHICS MODE 

• 256 X 1 9? ptxd resolution plus 

• 32 •■ 24 Text in i 6 foreground and background colours 

• All 16 colours (i.e. 1 5 colours plus transparent} are available on 
the screen together 

0 32 user-definable easily controllable sprites 

• 128 separate GFNPA T statements providing a huge range of 
user-defined characters 

TEXT MODE 

• Text resolution is 40 > 24 characters plus 

• 1 28 user-defined characters 

• Eight user -definable virtual screens or "winda ws " (a variable in 
all modes} 

For further in formation, please contact; 

IVIEMOTECH 

MEM O TECH UM t TED ST A HON LANE INDUS TRIAL ESTATE 
WITNEY QXONOX8 68X 

TEL EPHONE: {0993} 297? TEL EX: 83272 MEM TEC G 
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SIMULATED, INTERDiSC 

249-251 Kensal Road, London W10 5DB 
Telephone 01-969 9414 

Distribution through EMI 
Available in W H Smith , Menzies and 
all good software stockists. 
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DAMBUSTERS 

Guide your bomber carrying the 
famous bouncing bombs towards 
the enemy's dams, Release the 
bomb at exactly the nghl moment 
and see it bounce towards its 
target . . but beware the deadly 
| flak — Good hunting! 

I 



COUNTRY COTTAGES 

Two player strategy game with 
'Landscape Creation' — a 
revolutionary concept in computer 
graphics giving an infinite number 
of different scenic views. Buy. sell 
and let, and become a property 
tycoon but beware Jires. burglaries 
and disgruntled lenants. 



95 



Aft** 1 

ASSIGNMENT EAST 
BERLIN 

"OX iceman here's your mission. 
Somewhere among seventy 
locations are a number of ilems 
vital to Western security — find 
them and bring them back to 
Checkpoint Charlie. Your time is 
limited and you wrll face many 
I deadly dangers. Is the blonde an 
agent or a double-agent?" An 
adventure game requiring more 
than average skill to complete 
successfully. 



STERLING SOFTWARE, 

GARFIELD HOUSE 
86/88 EDGWARE ROAD 
LONDON W22YW. 
Tel: 01 -258 0066 

S T EflL'NG SOFTWARE IS A DIVISION Of STERLING PUBLICATIONS LIMITED 




COMMODORE 64 £6 95 

ORPHEUS IN THE UNDERWORLD ^| 

How long can Orpheus survive the terrors of the 
Underworld? In his search for treasure he will 
encounter deadly fireballs, lethal birds, rolling 
boulders and worse 120 different screens of 
hair-raising terrors. A gripping arcade/adventure I 
game where your only defence is a steady hand % 
and a strong nerve. 



':, SFtHLING SOFTWARE 

Please aend«*c. 



w HOTLINE 

,)£ 4 enclose ehequfr-P TMd?i ■ . 



Name 

Address . 



MftCfiiriG model 
please lick 

commodore 64 c 
Spectrum 4Sk □ 
amstradcpc454 d 

Delivery Oy recurn po;;l 
Post A PflcWf »g free 

PC.r.T 



There's no doubt about it, the autumn gomes bonanza is here. 
Loshings of wonderful new programs hove flooded the office, 
and - as we predicted last month — the craze of the season is 
arcade-adventures^ 

Four major releases of this type have hit the Spectrum almost 
simultaneously - one of them, Pyjamarama, is our stunmng 
ga me-oMhe-month , while two of the others we've made PCG hits. 
And if Spectrum owners don't want to spend hours exploring 
different locations, they could olwoys spend hours ploying Combal 
Lynx, the remarkable new helicopter simulation from Durell 

BBC owners have just as big a thrill with the release of the 
incredible Elite from Acornsoft. It's a vast space ex pi or ot ion/ 
combat/strategy game with super-fast 3D graphics. We agonised 
over whether to moke it game-of-the-month r but in the end its price 
— and uncertainties about the cassette version — just told against it. 
An Electron version is coming soon. 

Commodore 64 owners can choose between Sokide Express - a 
brilliant re-vamping of Loco-, Trollie Wailie - a scrolling musical 
platform game? and Storm Warrior — a thoroughly original 
program featuring sword-fighting. 

Meanwhile Dragon and Vic owners aren't out in the cold. WeVe 
delighted this month to have found new hit games for both 
machines, along with several other promising releases. 

Don't forget - all ratings are out of 10 and all PCG hits are out 
of this world- 



GAME OF IN MONTH 

Pyjomof onvio (Spectrum) 



HIT GAMES 

Sfrcmgeioap (Spectrum) 
Storm Worr-or (Commodore 64) 
T'a 1 1 ie Wo 1 1 ie (ComniodoTe 64) 
Suicide EipreiS (Cum rrvodore 64 ) 

Shenr.ui(Vit 20) 
Coshman {Dragon 32 \ 
Psytrajfx (Spectrum) 
Combat Lynx (Spe^5 rum) 
Kokofoni Wolf (Spectrum) 

COMMODORE 64 

RootrHord 
Astro Chase 
£..'L:rdmn 
Havoc 

Flip and Flop 

Da ley T horripsan' & Decathlon 
Myst.c Mansion 

SPECTRUM 

The per' -5 of Beor George 
Deha Wing 
Slogecoach 
Terrohowki 

Twight'Qht £one 
Turtle Timeworp 
Black Hawk 
Bran* Bluff 
Wyperaction 

Danger Mouse i n Double. Trouble 
Auaton 



44 
46 
48 

52 
56 
00 
6B 
72 
75 
01 



44 
46 
4B 
52 
52 
56 
56 



72 
72 
7a 
76 
S3 
S3 
A3 
83 
tU 
34 
34 
8J 



SBC 

Space Sral Ion A Ipha 
Uncle C'uode 

PyrOny: J P*»B 
Zorakk the Conqueror 
Smash "n" Grab 
Suicide Rebel Draids 
Wonder Warm 
Gmecrti s.her 
Mr Wit 

Meteor Mi 55 on 

VIC 20 

Bomber Mission 
fiapierfunch 
Sham us 
Wundo Walter 
Go lo* io 

ORIC 

Trtct Stial 
Super Frijil 
B<i-.:kgerrimon 
Chess 
Droughts- 

DRAGON 

Fury 

Demon Seed 
Time Batidil 

ELECTRON 

Feliit andtbeFru 1 " Monsters 



64 
64 
64 
64 
66 
66 
66 
68 
69 
69 



60 
60 
60 
62 
62 



W3 
70 
70 
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70 
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63 
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PETER WAltfER 

ConKiinKTi Prvtlbury. 
Chnhirvaud IK"-rt-j«-45K 
SpHirtjm forwhich *ic 
claims 1o h»ve-# 'fcc fry" 
software cnlleccKin i-nveaTi 
old. 




jiremy mm* 

A winrwr m mjr «iiipctMWf1 
Ittaitki LtJ • 5-pHf*ll1l|!, K*ifW 
JrirtnNtfkhriW S>*trr Alipd 

lives i i li i ■ 
,ri. ,1- ,i r i it ■ iv. i - .i '.■■> ji':! 
U'Krwajr'i vit 20 




CKRIS ANDERSON 

f*C(3 sking MiiTenns: eait-nr 
□gpd 2? ana owner ci\ ■ 
Spectrum and C'jmrnodan; 
W.Ton huiy cdilmj! I nemos 
[0 ipeiid ii miK'h tirnf as he d 
like ii line ItL' vlxiard 



ROB PATRICK 



A L6 Kit oldStol 
beifijiViiiHiwuAfl 
H*saiOrti10 9S[ 



J[K|(>[1. 

kevrli. 
rum and 



H suacfctcrf ^ames. fiidn 1 
it k.is picture published. 




AHpd (T. kits job in 

Milium align wdiriolctjoy 

E'yca tiirn iioe-M lti trirrtt 
urn* rurnpulrrv fjiioyt 
brinj; on l*CG\ pane 1 
thvauac E like receiving 

bulky parcels' 




f UUR MARSHaU 

A LT-yw-old Seal. Tnjrn 
lii+5|( n * 3iid d»7ier \A i 
r,imimr>dLirT W and VIC 20- 
SVtien he's nut pl*yin|{ani; 

pn.vpuTuniilliiixni? of Jiii 
uwri - he iik« phD4nttniphv 
fiiiLii^tikd hockey. 
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3 AMAKTHA HEMEHS 

lirsL Lumud 1 iJ in-d prefcra to 
be eaUud Sara Worki fidl - 
• ii iiu !ui IX '( : and bha'*s .1 
ri'ifiin [i.iut s i Lin ni.LTijuariL'i. 
« livn r ClKI UUsy 

coDirnj wrth WXi'i hup 

maiJlhiji 




SIMQN CHAPMAN 

Asathcf ifijiparrild. works 

li.ry cWnfMKf.lhWP in 
Ltn t-?ji-r *J|d cUinu a. 
liackgrOM^d knowledge ut 
scveriJ rtuiuLuid diilemri 
l onif uler-jpimia 




5U64UBA 

A ] v ^,tir %iid Londoner und 
ii>mpulcr add id Owns a 
RBC.OtK, CGL M5 ttfHia 
bT4MKnZX&t.,^la>wrHM 
prus rami a-n.; 'ins l*:J (m-.- 
pubhihtd in PCG. 




MARTTK SMITH 

An .l I 7 mic ! a 1 !^ .r. 
Avk'i-burj'.lSiicii, 
prt-p^nrw F<tr Ct levels 
a*!is » Sperlcura 4HK tml 
Alw Like* ftxjlbiiU. 1110 ew 
ind Marvtt eurrtiCi 



DAVID wnoBT 

H« tt>ic*E in »hi« iwJt 
4pfWtr und^i the Mrw ur 
h.i ^riili-ier Ric hard whu 
wulfiE m'ievf eronzimJly 
taken on by us. taut ifien 
I Ilk> la!c 10 chunift ill', 
r 1 1 1 ■■. .1 rid COfld '.' M H I 
hi' had Uik.ii.-ii wit \t\« into 1 




PITER (QNH0R 

* 11 1 1 mm- kx: '.Mil -.-nit-i ni 
nvonnoud axe (hut Mill mid^r 
"51 JI- JtDti fMHiLun for fosl 
li'..'. !! l .ifi/.idr r.i ih. ;■ 




RICHARD B0HIFACC 



Our yi;un|l(^! |i;i''n.l iV -mi^i i 

imh 1 J .ve-ars oFd. Li^« north 
of the bordtr in OMnfcnuli nt- 
•mi riv. n; a 4HK .Spculrum 
.1 hh h ukcuipiimsl ofhra 
ipareli™.' 
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I &S WAN 

AriDlherlull CirnL' staitT writer^ 
he * alraady wurked his wi\ 
Ihn.'unh a. ™™r nuinh'jr e.| 

_.i:i|i ■, '<■] I'm. 'c«, :n ::|l!:-> ii.- t 

InT H HI KX1 /Vfii 1^1 ind 
ihv ownrr of a Srwl»ir CjL 




MC1AMPATET 

^j^CiJ ]J 4lid -LUrtici- [ram 

•I .1 111- L" I •> i T.L- 1; it :■ his 

ci*S*at KTiOol hBB S flUtru - 
kiL-hard himsdf h*s jt 'W ind 
on impresiive wrnirw i4ylt- 
\ his taLnijr wrirks ftu (Tie Wily 
Mirtxir. 




STIVEN FRIT 

AniHher <ir ihaat '64 
nwnfrs hc^ J t! and lr«ti ul 
llpdlr/rd LttnHpta)rtiigwith 
tumwali-rl4iid ptpyin(!*^li 
■*iirds 




STIV1 CCKWi 



PCX3't29-yT!ar-Old; depury 
tdilur - hut h tycUnirn. 

iisHliouvnntLynx.arH h*i 
iu«i btHJfiKi ait Anrulrwl 
which tic «« w-Ohe boa 
im n j< i net Ihe- advent af 
advunlurc games 
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GAM El ROOMLORD 

MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 

FROM: PARAMOUNT £6 . 95 

This is the sort of game that will have 
you frustrated, infuriated and downright 
crazed but you won t be able to put it 
down. 

In a four-level, 16-room mansion you 
have to collect the family heirlooms, one 
from each room and then get out again. 
Only 16 rooms, J hear you cry - it 
sounds easy. But unless you have great 
timing and lightning reflexes you will 
find it anything but casy. 

A floor plan will show you the 



four rooms and you can enter any of 
them. Even at this stage you must take 
care since you can only touch the 
treasures and the exit signs: everything 
else results in your downfall. 

Each room is a deathtrap of dangers 
lying in wait for the unwary. The most 
hazardous problems are pulsating pink 
dots which disappear for very short 
periods allowing you past. One slight 
miscalculation and the dot will appear 
in the middle of you and it's bye-bye 
Koomlord. 

Monsters shuttle up and down in 
most rooms but they always follow the 
same routes and you can shoot them 
with a magic star. Moving barriers and 
lethal walls also bar your way but 



room layouts are always the same. 

Each level has a time limit in which 
you must complete all four rooms but 
every time you lose a life it is restored. 
This means that while trying to be very 
careful not to touch anything you also 
have to hurry to collect a healthy time 
bonus at the completion of a level 

I f you ca n ma k e i t to t he last room y o u 
will receive the Go] den Trophy from it, 
but I guarantee there won't be many 
trophies had without much persever- 
ance and cool-headed action. 

The game allows you to determine the 
number of lords, skill, volume, players 
and extra lords yourself. So you can 
make it as hard as you like it is never 
easy. Jeremy Fisher 
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Join the 
new Elite 

The first thing you'll notice when you 
get a disk copy of Acom soft's latest 
release Elite is the size of its packaging. 
It's big. Open it and you'll find a colour 
poster, a function key strip, a chart, an 
entry form for the Elite competition, a 
65 -page flight manual and a 50 -page 
book. 

The book is a short but gripping sci-fi 
novel called The Dark Wheel . You 
don't actually need to read this book to 
play but it helps to set the scene. The 
flight manual, you definitely need to 
read because Elite is a hideously com- 
plex but absorbing strategy/ arcade game 
and you wouldn't have a clue until 
you've read it thoroughly. Let me ex- 
plain. 

You are in control of Cobra MMH, a 
highly manoeuvrable, medium-range, 
medium capacity fighter/trader. As you 
fly around between the stars trading 
various goods, you'll live with your 
combat rating. You will begin as Harm- 
less. 

If you survive your first skirmish, you 
may be reclassified as Mostly Harmless 
but on the slow climb up the status 
ladder that reflects your growing talent 
for combat, you will have to engage 
many different ships in many different 
skirmishes in the system apace of diffe- 
rent worlds. 

You will be classed as Poor, Average, 
Above Average, building up to Compe- 
tent. Dangerous, Deadly and finally 



yourself p j unsped i^.' 90 ™ Y°" will f inc / 
" "d (wcWojnd ZT h 1 spacecraft 



""Vhdrvp iron, elT\~ W 

*> f^^^^m m off 

Bob Wade 



Elite. These ratings do give an accurate 
description of your ability to play the 
game. 

You begin on a planet in one of the 
eight galaxies and must decide which 
planet to travel to in order to trade. Your 
choice (which is made on a detailed 
map via the cursor keys) will be in- 
fluenced mainly by your fuel status, 
political profile and the inhabitants of 
your destination planet. 

Unfortunately, during your voyage 
across space, you are likely to be attack- 
ed by countless numbers of pirate ships 
who will blow you into a million pieces 



than ,w 0 or E?L*""p> «P for " better 
CrtHs Anderson j 



-you'll find that it will take a few goes to 
get the feel of the controls. 

All the arcade action - zapping alien 
ships and docking with space stations - 
takes place in the most breath-taking 3D 
graphics iVe ever seen. The way in 
which the missile seeks its prey and 
twists and turns after the helpless victim 
is a joy to watch. 

On the strategy side, there is the 
trading by which you can equip your 
ship with awesome weaponery such as 
ECM systems, pulse lasers, beam lasers, 
energy bombs (which simply destroy 
everything in sight, equivalent to smart 



CAME; FURY 

MACHINE: DRAGON 
CONTROL: JOYSTICK 

FROMt MrCRODEAL, £8.00 

This is a version of Time Pilot from the 

arcades. It's definitely above average for 

the Dragon, but I had one or two 

reservations. 

Firing and flying in only eight direc- 
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tions was a bit limiting, and I found the 
display rather hard on the eyes after only 
a few minutes playing. This is a bit of a 
drawback because the pace of the game 
is quite fast and you need a steady eye if 
you're going to avoid collisions with 
your opponents. 

Your bullets don't go very far either so 
you have to do a lot of manouevring 
which adds to the eyestrain and makes 



the game rather tiring to play. These 
quibbles apart, however, I reckon I'd 
load up this cassette pretty frequently, 

Steve Cooke 
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MNEIPOHITS 
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Somootho Hemeru 

number of lives * eir 
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Steven Fiiby 
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bombs in Planetoids) and soon. 

If you want, you can get rich quick by 
trading in contraband goods and des- 
troying innocent ships. But then you'd 
better watch out because the Police 
Vipers will be onto you. 

Unfortunately it would take too long 
to explain all the details of this vast and 
sophisticated game (there are eight gala- 
xies each of which contains 250 
planets!!!). 

The presentation is well up to the 
usual Acornsoft (pre-JCB digger) stan- 
dard with all the usual features includ- 
ing freeze and sound on/off. 
You might have withered at the sight 



ELITE 



MACHINE: BBC B 



CONTROL: KEYS' JOYSTICK 
ACORNSOFT, £U 95 



GRAPHICS 



SOUND 



I. ORIGINALITY 
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| OVERALL 
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of any of the big exploration games. Atic 
Atac. Sabre Wulf, fet Set Willy and Quo 
Vadis for example, but since the data 
files for the planets in Elite are loaded 
from disk as they are needed, you don't 
have to make do with the titehy memory 
capacity of the Beeb. 



Elite is vast, complex and very, very 
absorbing. I've got bulging, red eyeballs 
from staying up into the early hours but 1 
don't care. I'm going to continue playing 
until I'm ranked Elite ... or at least 
Competent ... or even Average . . . Buy it] 
Stirngo Sugiura 



ftAMIi DEMON SEED 
MACHINE* DRAGON 32 
CONTROL* JOYSTICK 



PROWl:M.CRODEAL, £8.00 

A very impressive version of Phoenix 
with some infuriatingly difficult waves, 
just as hard as the arcade original. 

Like the other Microdeal games it 
allows you a choice of playing colours: 
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black, buff or green. The attacks come 
in two types of wave, the small swoop- 
ing birds and the large ones which hatch 
from oscillating eggs. 

Your base at the bottom of the screen 
has lefty right movement and an added 
shield to make it invulnerable when the 
joystick is pushed up, This takes time to 
recharge though and you cannot move 
while it is on. 



The action is smooth and the explo- 
sion as your base goes up in smoke is 
very gratifying for th e alie ns Bob Wade 



GRAPHICS 
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SOUND 
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Robot 

factory 

runaround 

Okay readers, so Virgin have produced 
a couple of dodos in the past, but 
Strangeloop .... well, welcome back 
Virgin, all is forgiven. 

Flex your trigger finger, gather your 
mapping materials, and prepare to do 
battle with one of the most challenging 
arcade adventures on the Spectrum. 

On a planet far beyond the reaches of 
even British Airways, trapped in a robot 
factory of no less than 240 rooms, stands 
a noble space-suited gent intent on 
making his way to the dreaded Control 
Room and defeating the aliens who have 
taken it over 

You control this courageous ani- 
mated figure and must guide him 
through the different rooms, while blast- 
ing the obstacles therein, solving puz- 
zles, dodging other sprites, and trying 
not to use up too much oxygen. 

The main playing area shows the 
room you're in, complete with grabbing 
mechanical jaws, spinning fragments of 
industrial waste, conveyor belts, com- 
puters, or whatever. 

Bottom right of the display is a map of 
the surrounding rooms showing their 
entrances and exits, together with a 
compass' that gives you some idea of 
the direction in which you must travel to 
reach the Control Room 

Bumping into other sprites punctures 
your space suit resulting in one or more 
leaks which you can mend (automati- 
cally) with your limited supply of patch- 
es. Once you run out of patches your 
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suit begins to lose oxygen rapidly and 
unless you can either find more patches 
or visit the hard-to-locate repair room 
you're headed for the galactic graveyard . 

One of the characters you meet is a 
robot who offers to mend your suit - 
only you need to pay him some money, 
which you have to try to pick up in 
another screen 

A status panel tells you how many 
laser charges you have left, your fuel 
status if you've succeeded in finding and 
mounting your space-bike, and an in- 
ventory of the objects youVe collected. 

There aren't many objects to pick up - 
about fifteen by my count - but every 
one is important and they're scattered 
far and wide. You won't finish this game 
in a hurry even when you know where 
everything i$. 

Strangeloop is a really great game to 
play. Even though there's no joystick 
option, you can define your own keys, 
and although the action isn't blind ingly 
fast it is smooth and easily controllable. 

My only quibble is that quite a few of 
the rooms are featureless save for the 
inevitable industrial waste. Still, that s 
what your fire button's for, isn't it? 

If this is a representative example of 
Virgin's new generation of games' then 
I'm converted For once the Mega Hyp- 
er of the software industry has some- 
thing really worth shouting about 

Steve Cooke 
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GAME: ASTRO CHASE 
MACHINES COMMODORE 64 
CONTROL: JOYSTICK 





j GRAPHICS 




| SOUND 




| ORIGINALITY 


1 6 
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FROM: STATESOFT, £8,95 CASS, 
£10.95 DISK 



Saving the earth is one of my favourite 
spare time hobbies, particularly when 
there 7 s a smooth -scrolling solar system 
in which to do it. 

The Megardians arc trying to exact a 
fearsome revenge on Earth for a centur- 
ies old defeat. They have set an attack 
fleet of fighters and mega-mines upon 
the planet to destroy it, The mines home 
in slowly but surely and one impact will 
destroy us. Meanwhile, fighters try to 



distract your lone craft from its mission 
to blow up the mines, 

fcach of the 34 levels or chases has 16 
rtiegti mines ami numerous lighters ot 
different capabilities. Your craft is 
equipped with a laser cannon and 
shields to protect itself. 

You arc trapped in a force field round 
the planet and collisions with this or 
with any of the planets, stars and moons 
inside it, will deplete your ship's 1000 
energy units. Firing your laser or putting 
up your shields at one of the yellow 
depots will also reduce your power 

The mines elose in from outside the 
force field and are small and difficult to 
shoot. However, independent fire and 
movement mean that you can blast away 




It GUARDIAN 

MACHINIt COMMODORE 64 
CONTROL: KEYS. JOYSTICK 
FROM: A LUG AT A, £7.95 



GRAPHICS 
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Looking at the screen shot, all you 
hardened games addicts will realise that 
Defender-time is here again. Yes, Alliga- 
ta have improved their range of software 
considerably in past months,, and with 
Guardian thai trend continues. It's a 
straight arcade copy, but succeeds 
where many conversions fail, as speed 
and addiction are still evident. 

The basic idea of Defender is to patrol 
a planet surface inhabited by huma 
noids {one-legged by the way!; who arc 



under attack from jellyfish-like Landers 
and numerous other alien growths. If 
the Landers abduct a humanoid. it is 
your job to slop them reaching the top of 
the screen. 

ff one does, it then turns into a fast, 
vicious Mutant which is intent on des- 
troying one of your three lives Fortu- 
nately your ship can fire lasers, move 
bi-directionally using full screen scroll- 
ing, warp, AND use three devastating 
smart bombs. Phew? 

The graphics are almost exactly the 
same as the arcade machines' but with a 
dash of colour added here and there. 
Above all, the movement is smooth and 
fast: just w r atch those Mutants go! 
However, although all this is very laud-_ 
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GAME; STORM WARRIOR 



MACHINE; COMMODORE 64 
CONTR OL: JOYSTICK 



1 FROM: FRONT RUNNER, £7.95 
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Deadly scorpions ord btn-barian ggnrd 



Storm of 
death 

Step forward those brave in heart and 
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in different directions to that of your 
ship. Control is hard since you continue 
in your direction of thrust but you get 
used to it. 

Thy enemy ships come in many diffe- 
rent forms depending on the chase you 
are on. They either try to ram you or 
blast you down and some have the 
ability to pass through planets or travel 
at twice the normal speed. 

The opening sequence and the game, 
are in brilliant detail and it's a joy to 
move about the scrolling space land- 
scape. But the spaceships are a little 
crude. 

Concentration is essentia! and the ac- 
tion gets hectic enough on the higher 
vhu se s for any on t . Rob Wa d e 



but it's sh 0rt J* f ,sn '• here's a funs 
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Richard Potey 

hard to believe , ^ Pnoacr7 J "** % 

fra^erMarsholJ 



able, the micro is capable of more. 

The sound is the perfect match for the 
graphics, and conjures up the arcade 
feeling' during the game, ft also adds 
rather than detracts from the zap, even if 
it is a little scant at times. 

All in all. Guardian is extremely 
addictive and a necessary buy for any- 

copy library. 

At least there is a Defender on the 64 
that really challenges BBC Planetoids. 
By the way, you'll need a joystick. It's no 
fun untangling your fingers after a game 
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mind to take on a crusade against evil, 
oppression and the forces of darkness. 

Your quest is to destroy the sacred 
skull, but in your path lie many chal- 
lenges of skill and strength. There arc six 
stages to this graphic adventure and all 
of them present varying threats to the 
budding storm warrior. 

The first task is to deflect an energy 
sphere past a guardian, using your 
flashing light lance, The sphere glows 
white when struck and has to reach the 
light barriers above the leaping guardian 
for you to progress to the next stage. Hie 
guardian can shoot energy bolts when 
the sphere touches the floor and will kill 
you if you are in contact with it. 

Moving up the light curtain that 
appears wilt take you to the Bridge of 
Eternity where you must fight a barba- 
rian. These are very difficult to kill and 
must be struck under the arm when they 
raise their lance to strike. 

In this stage and (he next two you 
cannot die but the loss of a life will 
return your score to zero and Jeave you 
with only one life. The light carpet 
obtained on the bridge takes you the 
Island of Doom through flocks of storm 
birds who try to carry you off. 

Striking downwards kills the birds but 
being carried away three times loses a 
life. Once on the i 
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The different stages provide real 
variety o S you progress through the 
game. Once you have got the hong of 
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develop yo^r skills. Steve Cooke 
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a yo.rf.ve.thegreen.kuJlreoliyfumps 
out ot you from the TV r ^ 

The musFc on the gome can become 

monotonous, but the sound of your 

dashing aS you f.ghf for your life 

rioyobifity FS a very important f Q ^ or 
° nd thls 9° m e< once mastered, can be 



fun. However, some people could 
frustroted during swordpfoy as this port 



Shaft of Darkness where bats, demons 
'and boulders try to slow you down and 
costs you lives. 

Hie next stage is the most testing with 
a multi screen cavern to get through in 
which scorpions, barbarians and energy 
clouds bar your way in a platform game 
scenario. If you can survive this you 
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In a weightless arena you have to use 
your iance to bounce yourself off the 
walls to strike at the skull in the centre 
of the screen. ( twill defend itself,, r 

There is lots of original thought in this 
game and the ability to progress through 
many stages even though you mav be 
losing lives means it is playable as well 
asehallenging. Bob Wade 
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Trawl with... 




Now Trashman is a great 
he's ready for international stardom - and you can 
him on his way around the world. Our hero has the tall 
order task of cleaning up every major litter spot around the 
globe. Scooping up flowers thrown into the bull ring by matador 
fans in Spain, collecting the tissues of the faithful as they sob by 
Jerusalem's Wailing Wall, picking up coconuts from a palm beach in 
Samoa and collecting the empties at the German beer festival 
{Trashman still likes his tipple!) are just some of the challenges that 
make up Trashman's task. 

Of course, your skill can help our hilarious hero to complete the 
necessary litter collection at every location, so he can earn the money to 
on to the next country in his round the world quest. And as he visits 

ire every fun 




Travel with Trashman has one or two player scoring. Hall 
and is compatible with Kempsion, Sinclair Interface 2 T Protek or 
utvdent joysticks, Available for the 48K Spectrum tpd^y front; 





computer stores for just £5,95. 
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Selected titles of New Generation Software 
are available from your local computer 
store and larger branches of; 



IE 6a • COMMODORE 64 • COMM 



GAME: HAVOC 
MACHINE! COMMODORE 64 
CONTROL: JOYSTICK 

FROM: DYNAVISION. £9.95 



Dynavision is a new company and aJso 
the name of a new programming techni- 
que. The two come together in Havoc, a 
q u ite rc m arka bl c j et fighte r ga me, 

Zaxxon is the first word which passed 
everybody's lips when they saw this 
game, but such a sweeping statement is 
unfair and for th e mo it part un t rue . 

Your mission is to fly through numer- 
ous sectors trying to shoot down the 
cruise missiles that are launched at you. 
[f ten missiles get past then your home- 



land is destroyed Other hazards are the 
bombs that fall from the top of the 
screen and the aerial mines that appear 
if you hit enough missiles. 

Destroying missiles is tricky since you 
scarcely set 1 them coming, Luckily, 
there's a rumble ol noise to put you on 
your guard, ready to swoop to attack the 
oncoming cruise. The more accurate 
you are with your fire the more bombs, 
missiles and mines appear. Thus the 
game adapts itself to the skill of the 
player automatically. 

There is no height gauge so altitude 
and posilon have to be determined by 
the shadows of objects. This is an 
acquired skill but works well once you 
are used to it. 



Each time a cruise gets past you it 
results in temporary loss of control. 
Each bomb dropped, heralded by their 
looming shadows, throws you off 
course. Collisions with missiles or 
bombs cause you to gradually lose more 
and more control but hitting a wall is 
immediately fatal 

The various sectors are the most 
impressive part of the game with Dyna- 
vision providing fantastically smooth 
scrolling pillars and walls You can 
actually fly behind these in brilliant 
perspective 

The excellent graphics arc hopefully a 
sign of things to come and the first 
person to finish Havoc deserves more 
than ju st a medal . Bob Wad e 



CAME: r UP AND FLOP 
MACHINE: COMMODORE 64 
CONTROL; JOYSTICK 



FROM: STATESOFT, £8.95 
In this highly entertaining game- that 
started life on the Atari micros in Amer- 
ica, you control Flip the kangaroo and 
Mitch the monkey as they try to escape 
from the evil clutches of a zoo keeper 
and his net. Flip and Mitch are desper- 
ate to leave the zoo and meet their circus 
friends once again. 

The zoo is a garishly coloured multi- 
level grid, complete with ladders, sticky 
squares', and non-coloured squares 
which the two animals have to step on 



in true Q*Bert style On the odd num- 
bered levels of play, you control Flip, the 
beautifully drawn kangaroo; on the 
even numbered ones Mitch is the cen- 
tral character. There is a twist though, 
literally, as the grids are flipped upside- 
down for Mitch, and he tackles it in true 
swinging fashion. Eat your heart out, 
Tarzan! 

When all the blank squares have been 
'flipped', action progresses to the next 
level. Despite this relative simplicity, 
addictive qualities arc undeniably pre- 
sent. However, if you leave the grid or 
touch the zoo keeper or the net. that is 
it! One of your five or more lives 
disappears 



The grids arc always larger than the 
screen and so orrmi -directional scrolling 
is needed every now and then, but it s 
smooth. 

Any of the first 13 of the 36 reflex- 
testing levels can be selected at the start 
- useful for practice. And as a small 
bonus, after every fifth level a ladder 
appears which Flip uses to climb down 
from the zoo and meet his circus friends: 
a fun intermission that gives the player a 
chance to rest and sit back for a little 
while. 

The idea draws on many classic games 
but Rip and flop is designed so that it is 
truly original. This game is certainly not 
a flop. Richard Patey 
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shopping! 

Shopping is tun. If you don't believe me 
then try this game - it's Tesco's and Jet 
Set Willy rolled into one. 

As Wallie you have to trundle round a 
supermarket and collect 40 items which 
have to be taken to the cash desk and 
checked out. The problem is that you 
can only carry five things at a time and 
getting to and from the cash desk is less 
than easy. 

The supermarket has many levels and 
in the best traditions of platform games 
has lots of obstacles to overcome. There 
are no individual rooms, it is just one big 
maze of platforms to be explored - the 
screen reveals only a small part of the 
maze; as you move, the picture scrolls, 
re vea Li ng a new seeti on . 

You start at the bottom left of the 
store and the cash desk is at the bottom 
right. You are blocked in at the start and 
have to flick a switch to make a wall 
disappear This trick is also needed at a 
later, more testing stage, to open 
another barrier. 

Having escaped you need to try and 
locate the cash desk which is difficult to 
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A 5toundingF incredible! 
*%Unbelfevable ! What more can t say' 
Turn up the volume and tantalise your 
eardrums with the most melodic tones 
ever squeezed out of the SJD. vVaNfe the 
pumpkin-like star of Wh&tlm ' Watlie 
returns in □ new, incredibly demanding 
role, rn what for me is one of the best 

releases for the 64 this year. 

It's not a gome, it's a mind-blowing 

experience! The graphics designer, 
Claire', must be given a special mention 

tor the sheer variety in the various nasties 

and ob|ects which WaNie hos to collect, 

Fraser Marshall 

Fhe best thing about this gome was the 
jnus.c. Brilliant- I could hove qnd iutl 
listened to stall day. 

Not that the game itseif isn't hugely 



get to but will have to be visited at least 
eight times. 

Along the route many dangers lie in 
wait for Wallie, who looks like an 
orange on legs and jumps further than 
Carl Lewis. 

White barriers will move up and down 
while green ones flash on and off - both 
are fata! if touched. Monsters prowl 
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enjoyable. With its slides and ladders 
Wall f e has a real job on his hand*. There 
are also some nosties to contend with - 
perhaps they're other shoppers. I'm not 
sure thot I'd Jike to meet them when 



ries. 



Samantha Hemens 

Another 'vVbllie' game from Interceptor 
Ih.s one is very similar to Alligato's Son of 
Mugger, an eight-way scrolling Manic 
Mmr f except this one is, I think, much 
easier. There are very few boddies and 



leaps. 

Graphics ore pretty ordinary in the 
sense of detail, but scrolling is smooth. 

Deoth returns you to the start - 
annoying, but the music pushes you art to 
search yet deeper and further 



around in some sections, but fortunately 
they follow simple set patterns and are 
easily avoided. 

You cannot even trust the floors since 
they are sometimes coated in a deadly 
green fungus, which also grows on the 
ceilings. Moving walkways and con- 
veyor belts move 1 you about the place 
and floors can disappear or appear 
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beneath your feeL 

It's not all bad news though since 
purple slides and ladders help you move 
around and the conveyor belts can aid 
as well as hinder your progress. 

The music on the game is excellent 
and though it has some of the sit me 
tunes as Loco it adds some of its own, all 
from Jean Michel -Jarre. You are guaran- 
teed to get wrapped up in both the tunes 
and the game. 

Admittedly it's another platform game 
but it's a good 'un and plenty big enough 
and tough enough to keep you spending 
the housekeeping- 
Bob Wade 
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FROM: INTERCEPTOR, £7.00 
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HUMPTY DUMPTV SERIES 
SPECTRUM 48K 
CBM 64 



WORLD CUP 
SPECTRUM 43' 
CBM 64 



artic computing ltd. 

. . . other games just aren't 
the same! 
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GAM El DALEY THOMPSON'S 

DECATHLON 
MACHINE) COMMODORE 64 
CONTROL: JOYSTICK 
FROM: OCEAN, £7,90 



On your marks, get set. GO! Daley 
Thompson. Olympic yoJd medallist and 
Lucozade drinker, leaves the blocks, the 
reassuring thud of his spikes pounding 
the track. But this isn't the Olympic 
Games - ifs the new sports simulation 
from Ocean, probably their best game to 
date. 

Once the game has loaded - using a 
suberbly colourful and musical turbo- 
loading sequence - blue shorts and 



white running vest, waiting anxiously 
for the 10 muscle-straining events to 
begin. All 4 track events involve mer- 
cilessly rattling the joystick from left to 
right to increase Daley s speed. 

In the track events Daley runs against 
an opponent. Is it Jurgen Hingsen? 
Well, even if it isn't, Daicy is given a very 
tough run for those medal-winning 
points. 

The field events require you to press 
the fire button at the optimum moment. 
For example, in the discus, javehn, long 
jump and shotput, you must do so when 
Daley is as close to 45 degrees from the 
ground as possible. 

The pole vault and high jump are 
similar in many respects, both events 



GAME; MYSTIC MANSION 



MACHINE; COMMODORE 64 
CONTROL; JOYSTICK 

FROM: U,S, GOLD, £9.90 



Mystic Mansion loads in an amazing 
IV2 minutes. This is quite a feat con- 
sidering it consists of 10 levels of 6 
rooms each! 

You take the part of Whitecap the 
ghost. You must visit al I the rooms in the 
mansion in search of treasure, avoiding 
the other mysterious creatures who live 
there. This sounds a bit like a Manic 
Miner type game, but actually it is an 
arcade adventure. 



In each room there is a problem to 
solve. Whitecap can change into a gun, 
magnet, hammer, shovel, key, torch and 
two mystery objects. You must work out 
which object to turn into and how to use 
it to get the treasure. Since every one of 
the sixty rooms has a different problem 
to be solved it is quite entertaining at 
first. 

The arcade side of the game, however, 
is less of a challenge. In fact it is 
extremely easy to master. So, once you 
have solved a problem for a room it 
doesn't offer much more interest. 

It is possible to go up a level without 
solving a problem, but you'll find that 
your score is zeroed 
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CAME: SUICIDE EXPRESS 


GftAPhK:. 1 ; ^ 


10 ■ 


MACHINES COMMODORE 64 
CONTROL; KEYS, JOYSTICK 
FROM: GREMLfN, £7.95 


SOUND 
I ORIGINALITY 


s 


LASTING INTEREST 
QVERAU 


9M 



Sci-fi 

supertrain 

New games by Tony Crowther are be- 
coming major events, and Suicide Ex- 
press is no exception The story behind 
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n c e d i n g s e vo ral presses of the fire b utt on 
at key moments, In the field events, 
timing and speed are crucial and mas- 
tery of both arc vital for success. 

To add atmosphere, there are various 
ad hoardings alongside the track with 
genuine adverts on them. Above the 
track and field sit the crowd, who 
applaud madly whenever Daley does 
well. However this is about the only 
sound except for the sporty tunc played 
in the loading sequence 

11 you buy this game you 1 !! want to 
enter Daley in competition after com- 
petition. It s not quite as good as Activt- 
sson s Decathlon, but if s £2 cheaper 



One of th ° to Y°»r bonds* ' e ' s it. WOM £ " Were b ut 

The to 9 Uo he ™ nf crre ern^T r a nrc * touch 

J^my Fisher 



The graphics are simple. You just 
have an over- view of each room, but it is 
adequate for the game 

Whiteeap moves rather slowly but 
with eerie animation on his ghostly 
presence as he drifts about the screen 
wagging his whiter than white tail. 

His slow movement can become 
annoying though if you have to start 
even, 1 time on the easier screens. 

The adventure side of the game is very 
good, r am stuck in the 'You have to 
work on this one' room. Well 1 did. tor 3 
hours, and J would be grateful if some 
one could let me know how it's done! 



Steven Filby 
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it is interesting. 

Crowther used to work for AllLgata 
and earlier this year he sold them Loco, 
our July gameof-the-month. Then, after 
a disagreement, he switched to a new 
company Gremlin Graphics. 

So, since he receives no royalties for 
Loco, hes created a new version for 
Gremlin - same basic idea, but altered 
enough to give the game a completely 
different look and feel. Instead of a 
steam-powered engine chugging 
through stations, you have a gleaming 
ultra-modern super- train zooming 
through a spectacular futuristic Land- 
scape. 

As in Loco, the top half of the screen 
shows a large side-on view of the train 
while the bottom is devoted to a scroll- 
ing map of the tracks. This shows where 
you can collect ammunition, warns you 
of trains heading your way, and of 
fighter planes and hovercraft trying to 
stop you from getting away. 

The reason they're determined not to 
let you escape , is that you happen to be a 
criminal on the run These threatening 
craft will appear on the top half of your 
screen whenever they get close enough 
to be dangerous - which is pretty often. 

As always on Tony's games, there's 
superb music, this time lifted from Sky. 
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while you listen out for the bleep, bleep, 
bleep which means you ve got too much 
ammo and arc about to explode. 

If you don't manage to off -load some 
of it your express comes to a violent end. 
The faster you travel, the more likely you 
are to collide with an oncoming train 
However, if you travel slowly it is just as 

hit 



from behind. 

Sound and graphics throughout Eire 
brilliant and it even has speech at the 
beginning and end of every game. Your 
score is zero, zero, one, five, nine, six, 
zero intones a throaty voice. 

So s if you like travelling by train, buy a 
ticket for the Suicide Express! 
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CAME; BOMBER MISSION 
MACHINE; VIC 20+ 16K 
CONTROL: JOYSTICK, KEYS 



FROM: COMMODORE, £4.99 

Tally-Ho chaps! Bandits at three 
o'clock, bombs awLiy! : . Well - perhaps 
not, and anyway, a handlebar mous- 
tache would only get tangled up in the 
joystick cable. 

The idea in Rofnber Mission is to lake 
off in your fighter- bomber, fly to a 
pre -selected enemy location and wreak 
havoc and destruction by dropping your 
p re-selected pay load on them. Be 
warned though, this isn't a flight simula- 
tor. There's no runway display. 

it and the 



appropriate weapon to destroy it from a 
list. At this point, you Eire shown the 
performance margins of your aircraft, 
offered a tour of the cockpit, and told 
how much time you have to take off 
before you are attacked. On some occa- 
sions though, this time was much too 
short and ] prematurely bit the dust 

Anyway, if you manage to reach 120 
knots and get airborne it's a matter of 
staying on the correct heading, which 
isn t easy. 

Just as you're getting eon Tide nt. you 
are 'attacked' by enemy fighters (in- 
verted letter Yi). You can aim at them 
just wait for them to cross your gun 
sights Beware though , the Fs can shoot 
back Suffer too many hits and you can 



start reach i ng for y our ri pc ord I 

Assuming you manage to bomb your 
target and land back at base (which just 
involves reaching zero altitude with 
your undercarriage down) you are 
briefed and praised or otherwise on the 
sue c ess of your mission. 

There weren't many graphics at all. 
just the rudimentary cockpit made up 
from standard Vic characters. The rest 
of the game, except the enemy fighters, 
was purely textual readouts. 

Th e sou nd wasn t bad Then u m o f th e 
engine was realistic, as was the firing 
of the guns. The explosions, though, 
weren't much better than the one in the 
Vic manual. Some may enjoy it, but I 
th ough t i t a b i t ted i ou s. Jeremy Fi sh er 



RAPIER PUNCH 



MACHINE: VIC 20 UN EXPANDED 



CONfROL; JOYSTICK 

FROM: COMMODORE, £4.99 

Many games nowadays don't live up to 
their well- written instructions and this 
one is certainly a case in point. 

You are the 'brave knight' (yawn) 
standing in the centre of a darkened 
room Your objective is to collect the 
treasure chest which is placed in a 
random location. 

As you move around the room, areas 
mystically light up and reveal their 
contents. These come in the form of 
spinning crosses, harriers (these resem- 



ble old fashioned washboards), dragons 
(which resemble animated letter Cs) 
and dragons' eggs. The latter walk 
around bumping off any brave knights 
who happen to hower (your character 
has no moving parts) in their path, 

You are armed against these with 25 
daggers and a rapier. The daggers are 
thrown or fired in the direction your 
character is facing, but you have to be 
careful not to hit an egg with one of 
these otherwise it turns into a fully 
grown so-called dragon and starts 
s h oot i ng bu 1 1 ets at you. 

You can also run the bounders 
through with your rapier when a tone 
sounds. This mind- rujinbingly repetitive 



tone was the c* 
in my family. 

Should you manage to collect the 
treasure you are rewarded with another 
room. There are 1 00 in all which sounds 
great; unfortunately they ail look the 
same. 

When you lose one of your three lives 
the areas of the room you have visited 
flash and a tombstone appears with a 
sound tike that of a door being locked. 
It's a great pity that this is the only 
decent bit of the whole game. Jt had the 
same Easting interest as a game of 
nought sand cros ses on a ZXS 1 , 

Come on Commodore, you can do 
betterthan this. Simon Rogers 
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Shamus stuns 
the Shadow 



Now. here's a good game, Shamus, the 
hard -bo i Jed private cye f is exploring the 
lair oi a deadly demon. Unfortunately 
'The Shadow' as it is called, supposedly 
of menacing demeanor, looks rather like 
an anaemic frog. However, this doesn't 
make meeting it any the less fatal, and 
since it can't be kilted, only stunned, it's 
best to run fast when the Shadow 
appears. 

The accuracy of the nasties under Us 
command is somewhat disturbing and 
often has terminal results They appear 
in large numbers in all of the lair's 32 
locations with their bullets coming fast 
and furious. 

To defend yourself you are armed 
with what are called l ion-shivs r . These 
will kill any Hying life form in the galaxy, 
except those wearing tri -gamma body 
armour. (Of course this is what the 
Shadow wears.) However, you can only 
fire three shivs at a time, which can leave 
you in a tricky situation. 

There are several things to collect. 
Keys, which arc needed to open parts of 
the lair and bottles of i 



CIGkHHT 



I really liked this one. There's o lap for 
■ the arcode freaks, combined with the 
need for some strategic thought for the 
less violent types. 

The grahics were simple and single 
colour but very effective. Jn focf, I think 
that single colour graphic* often look 
better than multi-colour ones due to the 
Vic's unusually large pixels. I liked the 
Vailing' effect of the maze wolls in 
particular. 

The only gripe I had with the colour 
was the colour coding of the keys. As I 
nor ™l^ use q monochrome TV, I found 

I found that the exploratory aspect of 
Shamus made far a very compulsive game 
and I enjoyed every minute of it. Oh - 
and the tape version bods in 30 seconds 
Jeremy Fisher 



you an extra life. The keys are colour 
coded, sio before you can proceed you 
must find a keyhole of the same colour. 

Graphically the game is superb - the 
way poor old Shamus dies is quite tear 
jerking. Animation of the other charac- 
ters is just as good, and you'll soon be 



Another Vic 20 game to be proud of. 
There's plenty of blasting action a 5 the 
assorted robots swarm to be annihilated 
and return their own murderous fire. 

^ Searching for the objects becomes of 
minor importance as you hammer away 
the conslont hordes of willing victims. 
But the game s good as a graphics 
adventure as well, with Jots of rooms to 
explore and objects to find. The 
character s ore o bit rough but nlcefy 
animated. Bob Wade 

Shamus is a gome of quality from the 
people who brought you Pharaoh's 
Curse. Graphics and sound enhance the 
game well to make it very enjoyable. One 
of the best Vic gomes, I can't think of any 
real way to foult it, I'm beginning to like 
^™™p™yl Simon Choprn qn 

beat the Shadgw at his own game . 

It's wise to have the sound on your TV 
well turned up as then you will hear the 
eerie noise that heralds the approach of 
your adversary. The other sounds can he 
rather irritating since the zap of your 
ion-shi v has to come very frequently. 

This same combines adventure with a 

NOVEMBER 1984 
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sil "on Chapman 
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4 Adventure and shoot ftn-up 







good deal of shoot-'em-up, and had me 
continuously sneaking back for another 
go. Shamus is one for the collection. 

Samantha Hem ens 



6 AMI: SHAMUS 
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MACHINE} VIC 20 + 16 






CONTROL! JOYSTICK 






MOM] HESWARE, £9.95 
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GAMEi WUNDA WALTER 
MACHINES VIC 20+ 16K 
CONTROL: JOYSTICK 

FROM: INTERCEPTOR MICROS, £6.00 

Jn this rather fun game from Interceptor, 
Walter (your lovable balloon) has the 
onerous task of saving his planet Plato 
from loads of nasty , furry Fuzz-balls, 
These, due to a Freak mishap in time, arc 
causing havoc everywhere - and that's 
not all! 

On the first beautifully scrolling 
screen, you have to contend with not 
only stomping on the Fuzz-balls, but 
Grandma's false teeth, and they are 
fatal. So is landing on rough ground, 
hitting an erupting volcano or running 
into a tree - Walter being a balloon, 
bursts very easily. 

The next screen is a scrolling frozen 
waste where the baddies are this time 
'Manic-depressive mutants practising 
body popping', but, along with the rest 
of the graphics they're nicely defined 
and quite appealing. I especially loved 
little Walter's waggling feet and his huge 
grin when stomping on baddies. 

The sound isn't brilliant - a rather 
coarse rendition of The Yellow Rose of 
Texas' is played at the beginning of each 
game, after which Walter makes a loud 
whooshing noise for both bouncing and 
floating. The Fuzz-balls hiss when 
stomped on and poor old Walter ex- 
plodes with a bang on collision thank 
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goodness Grandma's teeth don't chat- 
ter! 

On a better point, control of your 
balloon is easy. You just press the fire 
button on your joystick to float and let 
go of it to land ( as well as moving left 
and right, 

Unfortunately, it doesn't say this in 
the inlay. Oh well, I suppose you can't 
have everything. 

There are four levels - each one a 
different landscape. Moving on to the 
next seems to depend on time rather 
than the amount of Fuzz-balls collected. 
When you do manage it however, 
"Sooperr comes up on the screen and 
Walter's off again. 5a man th a He metis 




UUhat a shock fo see Icrge-scde 

dT £i- i " 9 9 r<1 P hi «on the Vfd OK 
they f|,cker, but they Ve still very 
impressive. Loved them, 

The continuously moving landscape is 
reminiscent of Se™nWt but in this game 
you can't shoot. 9 

However, fust dodging the teeth and 
other nasties J5 plenty difficult enough 
Trying to stomp on some of the Fuzi-bolfs 
is mgh impossible. 

The graphics more than compensated 
tor the average sound and I found it 
adaptive and enjoyable. 

Chris Anderson 



WMEIPOWTS _ 

imagination. 

□f ) hl e h c 7-'u n8< " ld aniraotion ore s °™ 

°» * e b„, I hove seen on .he Vic but the 
pbyoWrty of the g Dme waso s | [ght 
drawback. 

You seemed to be able to squash very 
Wuz*-bal. S and control is not east ^ 
The game , S tHll enfoyabfe though and the 
volcanoes, trees and folse teeth are 
enough to keep you busy, Don't let on but 
days 5 m|Ss ' na hk »t for a few 

Bob Wade 



GAME: GALAXIA 

MACHINE: VIC 20 UN EXPANDED 

CONTROL: JOYSTICK 

FROM: ROMIK., £5.99 

Any self-respecting Vic owner will prob- 
ably own a copy - sorry, original - of 
Arcadia by Imagine. This is very simi- 
lar: a very fast vertical shoot up in which 
you control a spaceship. 

The format could not be older or 
easier to understand. The title page 
insults you with phrases like human 
scunr to get you in the mood for the 
carnage and slaughter that follows. 
Sound is to the point - no tune at the 
beginning, straight into the Bang-Bang- 
Zap-Dead. Controls could not be sim- 
pler - left, right, up, down and the 
essential fire, 

I have to compare it to Arcadia as you 
will loo when you choose between the 
two. Galaxia has plenty of phases, 
including meteors that split up in being 
hit and ships that remain at the bottom 
of the screen to give a threat from below 
as well as above. 

The aliens storm down the screen 
towards you - and IT IS FAST! The 
response is instant - the game really 
needs to be as fast as it is to prevent it 
from being too easy, Graphics however 
arc not as good as Arcadia- Neither is 
sound. It simply has not got the detail of 
attention in either area. There's plenty 
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^J^ou ore going ro need a fast honcf and 

■ eye coordination to tope with these 
polaxio, they come so darned fast they 
just become a blur on my contact lenses. 

Not that it makes the gome 
unplayable, ft just means you have to 
cross your fingers and blast for the 
opening seconds of a wave. Then you 
have to do your best to keep up with the 
mercurial attackers. 

I'm off to rest my eyes before they start 
revolving in their sockets. ' Bob Wade 

Now^ sfsw h at ! Ca f| Qshoot ., erT1 
Well-created aliens fly at you from afl 
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of Arcadia copies left about after Im- 
agine's collapse to beat rivals like this 
game. 

One fault is the way that it is all too 
easy to blast away from one place on the 
screen There is little skill involved, lots 
of luck. Nevertheless, it still retains an 
air of excitement. 

Those of you who look for newer 
ideas won't buy it because it lacks 
originality. Those who do like it, won't 
buy it either because of Arcadia. You 
could say it is a very competent game 
with too much competition that is even 
better. 

Simon Chapman 

MNELPOflTS _ 

directions with enough speed to get you 
wondering how fhey did ft. A nice 
feature, J thought, was the countdown at 
the tap of me screen. Despite the fact that 
it didn't improve my game it helps you to 
prepare for the next screen, 

I don't usually enjoy shoot- em-upsbut 
I liked this one - it even had my Dad 
P la ^ n 9 Simon Rogers 

A standard shoot- 'em -up, though well 
written, packing good graphics and 
sound as well as quite a number of 
different aliens into the meagre 3. 5K of 
an unexpanded Vic Jeremy Fisher 

NOVEMBER l?8d 



Gremlin Graphics 

buy these games at your peril! 



Two new games to drive you as potty as Percy, as mad as Monty packing In as much excitement and nerve 
racking tension as anything, you can buy. The fiisE launch from anew company whose design team have 
already shown __ themselves to bo masters of games planning, graphic and sound effects. 



Tony Crowther 



One txf today's brightest and most success- 
ful fame* developera, author of such out- 
standing hits as Loco, Blagger and Son ot EMagger. 
A "Crowther Classic" Is not just a game but an enthrall' 
ing opportunity to challenge one of the liveliest minds 
In :nodem games computing 
drdes 



Peter Harrap 

A sparkling new approach from a fresh (ace to 
Spectrum programming. His Monty Male has created 
outstanding interest and received fine reviews from 
games "buffs", national press, rod io and television- 
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Percy the Potty Pigeon - Make a suicide journey with nur fluffy Utile friend Percy in his 
desperate attempts to build himself a cosy little home Plunging to near certain destruction 
this trwy Irttle bird has to ptock ten nest build Ing twigs from the path olonnishlng traffic, 
frantically avoiding the unwelcome attentions of a pigeon eating cat and starving ferret 
Once off the tarmac the danger doesn't end as Percy carefully avoids the kamikaze planeb, 
balloons and twig snatching sparrows before he can complete his nest and move To next 
level But don't be totally disheartened our loveable little character has a few surprises of his 
own In the shape of 
revoking enpfosive eggs. 




COMING 
SOON! 

Potty Pigeon 

on Spectrum 48K 

If you can stand the nerve tingling excitement get your game from all good computer dealers. 



Wanted Monty Mole - Facing a long cold winter Monty Mole makes a daring, coal snatching 
raid to h Is local South tarkshire pit Crabbing a miner's, bucket he heads into the darkness on 
his illicit escapade, soon to realise that the flu may have been a better choice. Alas there's no 
turning back. Onward to do battle with Hying pickets, mammal eating fish, trundling coal 
crushers, roaming coal drills, lilting his bucket dodging \'.<<: disappearing floor 
With his bucket filled Monty makes his escape only to surface in Arthur's castie with this most 
Imposing of leaders barring his way seated on his graphite throne. Cleverly seizing his only 

chance of toppling the great 
man, Monty collects the 
secret ballot papers and 
vote casting scroll. But 
Arthur's no fool when It 
comes to the heavy stuff 
and hi& personal bodyguard 
of super fit pickets and 
dp.idiy flying hairsprays put 
up an almighty struggle with 
our valiant Mole. 



Port) Pigeon Commodore 64 £7.95 Monty Mole Spectrum im £6,9? 



Monty Mole Commodore 64 £7.95 



For amazing graphics and outstanding sound effects run a gremlin through your micro 

Gremlin Graphics, Alpha House. 10 Carver Street, Sheffield S I 4FS. Telephone: (07421 753423 
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©AMI; SPACE STATION ALPHA 
MACHINE: BBC 



CONTROL: KEYS 



FROM; ICON SOFTWARE, £7,95 



Now, stop me if you've heard this one 
before . . - Planet Earth is under attack > . 
What? You have? 

Yep, you've guessed it. This is YASEU 
(Yet Another Shoot-Em-Up). You are 
the commander of the last of Earth's 
orbitting space stations. For no appa- 
rent reason the Cylons have got it in for 
your beloved planet Presumably be- 
cause they have bad tempers they start 
attacking it with their missiles. 

Your view of this exciting event is 3D, 
looking into space, with the earth and 



the moon in the top left hand comer 
The Cylons move from the right of the 
screen to the left and then to the bottom 
right getting larger as they get nearer. 

When they pass poor old Earth they 
fire a deadly lithium missile (in reality a 
blob). This missile explodes either as it 
hits earth or when the Cylon ship gets 
hit. 

You control a phaser sight which 
moves in four directions using the keys. 
I found movement difficult to start off 
with and certainly if you can stand this 
game, a joystick option would have 
been a good idea. 

That wouldn't have helped the fact 
that after every few shots the phaser 
overheated and cut out, I know that this 



: UNCLE CLAUDE 



MACHINE! BBC r 
CONTROL; KEYS, JOYSTICK 



FROM: ALL1GATA, £7.95 

Uncle Claude is out to fiddle the con- 
sumers and it's your job to stop him. The 
bearded figure, modelled fairly obvious- 
ly on Sir Clive Sinclair, is an electronics 
tycoon and is planning to increase the 
prices of his various products by with- 
holding stocks. I think this particular 
method of profit making is known as 
l demand-pull inflation 1 , Whether it 
works in the computer market is debat- 
able. 

You, Micro Micky, the punters' 



friend, must stop this dastardly opera- 
tion by shipping all of Claude s products 
out to the shops where the consumers 
can get at them. To do this you must 
move the goods on to a conveyor belt 
from where, presumably, they are ship- 
ped out to the local branch of Dixons. 

Your task is made all the more diffi- 
cult by Claude running around trying to 
kick you out of his warehouse And : it 
he can't get you by fair means (knocking 
you over) 1 he'll get you by foul - by 
throwing an l Umstrad' at you. This 
strange device comes in two forms, one 
of which is black with blue keys and a 
diagonal row of coloured stripes in the 
bottom right hand comer. I can't think 



GAME; PARANOID PETE 



MACHINE: BBC MODEL B 
CONTROLS KE YS 



; U6IK r £7.95 



You play the role of Paranoid Pete, the 
intrepid space farmer who has travelled 
to the planet Owwayondah in an effort 
to grow new crops and send them back 
to Earth in order to solve the world's 
chronic food shortage. 

The game starts when Pete (who 
looks disturbingly simitar to those char- 
acters on the WeetabLx commercial} is 
beamed onto the planet surface by the 
USS Harvester. He has to plant the 
seeds dropped from the Harvester by 



digging holes in the right places and 
filling them. 

However, the planet is infested with 
Mcga-Wibblies, the greediest critters in 
the universe and Pete has to fend them 
off the plant and himself by banging 
them over the head with his trusty 
shovel. Once the plant has successfully 
grown , an arm extends from the Harves- 
ter to take it to the processing plant. Pete 
is beamed back aboard to ensure every- 
thing runs smoothly but those nasty 
Wibblies have managed to materialise in 
the ship and try their best to destroy the 
Ubik- wheat packs. 

Once again, Pete must use his shovel 
to protect the cargo which will ultimaLe 
ly decide the future of civilisation as we 




GAME: ZOftAKK THE CONQUEROR 



MACHINE; BBC '8 



CONTROL; KEYS 
niOMt ICON, £7,95 



In this game from new company Icon, 
you must assume the role of Zorakk. 
Your task is to search the landii of the 
continent of Ramagora (also known, on 
the other side of the sleeve notes, as 
Ramagold) and to find the mystical 
Crown of Ultimate Darkness. 

This crown is in three sections, one in 
each of the continent's lands. Although 
the game is billed as a graphic adven- 
ture, it is realty more of a strategy game 



with elements of fantasy wargaming. 

The graphics are fairly good but occa- 
sionally suffer stight flicker and colour 
clash. Sound is used as an indication uf 
various happenings within the game 
and, though useful, it is uninspiring. 

The interest of the game is strange. 
Although the idea is simple - you 
wander around until you find gold, food 
or part of the crown - it has a strange 
compulsion which can keep you going 
back for one more go. As soon as you 
find the plague potion, or the map, or 
the Dragon sword you find yourself 
strangely addicted, wishing for the pla- 
gue or the dragon to turn up 

The game has no real bugs, but it can 
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was supposed to be part of the appeal of 
the game but I found it really annoying. 

At the bottom of the screen there is a 
count down from ten thousand. This is 
supposed to represent the lifespan of 
Earth's shields. Whenever the Earth is 
hit this number decreases and when it 
reaches 1000 the Earth starts flashing. 
When it reaches nought the Earth ex- 
plodes into hundreds of pieces. 

This bit is quite good with meteors 
and fireballs flying off quite effectively. 
Definitely the most interesting part of 
the game. The problem is that it takes so 
long to get there. 

If youVc saved up to get a game fur 
your Bccb then buy a decent one. 
DON T get this. Simon Rogers 



what it reminds me of. . . 

Claude's stock changes with each 
level and includes cassette radios, 
watches, computers and Cruise missiles, 
These are all well presented and the 
animation is good h though at times a 
trifle fhekery Sound is fairly loud and is 
used well There are two features which 
are at last getting more and more preva- 
lent amongst BBC programs These arc 
a freeze button, invaluable if people 
make & habit of ringing you midway into 
a game, and an on/off toggle for sound, 
useful if you make a habit of playing late 
at night and don't want to wake the I 



Rob Patrick 



know it. Once eight boxes have been 
processed, the whole procedure is repe- 
ated with more wheat plants and more 
Wibblies. 

The meticulous attention to graphical 
detail makes this game good to watch as 
well as to play. The key response is very 
good and the movement of the Wibblies 
and screen layout have been carefully 
thought out. It s fun to see the wheat 
grow leaf by leaf as you control the large 
multi-coloured character - very well 
animated - to bash the green Wibblies 
over the head. A shame that a hall of 
fame feature is missing, but most impor- 
tantly, this game is totally origin at. 



Shingo Sugiura 



Rob Patrick 
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be annoying when your regiment of 
nineteen is wiped out by a group of three 
brigands. Also it can take an awful tang 
time to find the parts of the crown. As 
we J I as these, it's easy for your group to 
be decimated and for yon to gain abso- 
lutely nothing except the prospect of a 
lung trek home, Yes, I know this is the 
way it is in real war 7 but I bet real 
soldiers get frustrated. 

Vm not really sure I would recom- 
mend this game. For some it will be 
horing f repetitive and even downright 
stupid. But others will find it utterly 
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CAME: SMASH AND GRAB 



BBC 

CONTROL; KEYS 

FROM: SUPERIOR SOFTWARE, £7.95 
Smash and Grab is yet another ladders 
and platforms game, but this time with 
something of a twist. You are a bank 
robber and having smashed the window 
of your local branch of the Midwest it is 
your task to collect the bags of money as 
they fall. The bank is at the top of the 
screen and you must move along a 
network of piriforms catching the bags 
as they fall 

To make your job even more difficult 
the local bobby is out to get you. He's a 
pretty fleet-footed soul and when he 
does catch you he can be surprisingly 
brutal - hell push you into the river 
without so much as a second thought. 

On top of this you also have to watch 
out for the flying police cones which 
move across the screen at alarming 
speed and are completely fatal. It is 
possible to kick the cones and destroy 
them but this is not recommended as 
they tend to come in flocks and one 
miskick could mean curtains for you. 

Graphics are good and chunky and 
there are some nice touches in the gatnc, 
like the way the policeman sometimes 
lies down on the level above you and 
gives you a thump with his truncheon. 

Overall, this is a pleasant game with 
no obvious bugs It is hard, maybe too 
h a rd , bit [ ve ry en j oyab 1 e . Rob Patrick 
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fruit -eating monsters in it bewildering 
Pac-Man maze. 
You have 1 to protect wandering fruits 

by picking them up and moving them. Jf 

the monsters eat them they mutate and 
move faster - so watch out! 

You have power pills for energy, ether 
Having escaped from the factory our pools to tempo rarity halt monsters and a 
hero is now stuck with a bunch of magnetic pad to send them home. 



GAME: FELIX AND THE FRUIT 

MONSTERS 
MACHINE: ELECTRON 
CONTROL; KEYS 

FROM: MICRO POWER, £7.95 



A nice variation on Pac-Man for 
maze maniacs. 

Bob Wade 
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GAME: SUICIDE REBEL DROIDS 
MACHINE: BBC 
CONTROL: KEYS, JOYSTICK 

FROM: BEAST INTERNATIONAL 



SOFTWARE, £4.95 



If you 



to fly the paper planes that 



suicide as well. 

These oddly shaped enemies ap- 
proach you in 3D in recognizably 
mathematical curves (you can t fool us 
with these simple programming tricks). 

You try to centre them in your cross- 
wires as you zap towards Grid wo rid. 
Altogether rather crude to look at and 
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Bob Wade 
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GAME: WONDER WORM 
MACHINE: BBC 
CONTROL: 



Waliy the Worm is a super- worm, hut in 
order to sustain himself he must eat 
special green pods. 



These pods appear among eight ye i l- 
k>w flowers but if they're not eaten 
quickly turn into deadly skulls. The 
flowers also grow roots which are fatal 
to hit with your head. 

Wally grows with each pod but move- 
ment gets harder and harder as the 
screen fills with worm, skulls, mots and 



purple deflecting dots. 



Rob Wade 
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rep in the kitchen of one of the towns 
first class restaurants amongst the hustle 
and bustle, Utile Thwftch> Tint-illy has just 
been selected from the aquarium as a 
customers main course . . . panic . . . 
sitting In the oven his first thought 1$ 
Mir» ival and how to escape. 4s the oven is 
ignited and the flames start to rise he 
realises his only hope Is to collect the 
dripping condensation from the pipe at 
the top of the oven and try to extinguish 
the flames. It's going to be tough, he 
must survive through ten different ovens 
and fare added hazards such as the 
rotating spit, spinning food debris, oven 
foam and the restaurants pet dog, Patty 
Schizo Henry, who by the way often enjoys 
a snack from the restaurants aquarium, 
i help him? 



Available on the unexpanded VIC 20 




Send a large stamped addressed envelope for more detailed 
iti formation on our new releases, plus a free large poster. 
All sales enquiries to: Colin Stokes (Sales and Marketing! 
for Mail order only: Software Projects, P.O. Box 12, L25 7 AT 



<4k SOFT^flfftL 
^1 PROJECT 




Please send me a copy of Fatty Henry 
I £5,95. 

I enclose a chcque/PG for.. ........ 

( Please add £ 1 .00 for orders r - 
outside the UK) 



"1 
I 
I 
I 



Access Card !Ho .. 

Pfame.. 

Address 



. . . . -------- 



Software Proje* is I inn lid Boar hi and < ample*, Allerton Road, Woolt 
Liverpool L25 7SF. Telephone: 05 1-428 9393 (4 lines). Telex: 627520 



Tor nail Order only: 
^Soaware Projects, F-O. Box 12, L25 7AF 
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ft AMI: TIME BANDIT 
MACHINE: DRAGON 32 



CONTROL* JOYSTICK, KEYS 
MtCRODEAL, £8.00 



If you were mourning the death of the 
Dragon then mourn no longer, because 
this is one of the best games seen on it 
for a longtime. 

As the Bandit you have to explore the 
three worlds of fantasy, space and the 
Wild West in search of keys, locks and 
treasures to boost your score. 

You start in the Timegates Zone 
where you have to get a key to unlock 
the gate to the three worlds. Once 
through you can sclet 
gates aru 



The gates take you to a new landscape 
where you again have to find the key 
and lock to get to a timegate. This will 
return you to the initial screen where 
you can go to another gate. 

Throughout ail the lands there arc evil 
portals which release creatures to sap 
your energy. These can be blasted with 
your horizontally firing gun and your 
energy regained by collecting treasures. 

The action is very hectic and when the 
time limit on each screen runs out your 
energy ticks away as well. To keep your 
energy and score high you need to keep 
moving, constantly picking things up 
and exploring. 

Once your power falls low enough the 



makes play extremely difficult. The in- 
famous green screen can also be avoided 
with a choice of three background col- 
ours. 

Some of the scenes are more than one 
screen large and the scrolling is smooth. 
There is a nice range of characters but 
some of them arc tough to recognise, 
mainly because you are too busy avoid- 
ing them. 

Movement is a little annoying since 
you continue in the direction moved 
even with a self-centring joystick. This 
serves to make the game even more 
frenetic 

BobWade 
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Cash in 

on a beaut y 

A real first for the Dragon, or for any 
machine, is a platform game which two 
players can play at once. 

In this game of amassing dollars both 
a sheik and a sailor can dash around the 
screen collecting dollar signs. There are 
over 40 screens and while most of them 
ate relatively simple the later ones be- 
come extremely difficult with lots of 
invisible platforms and deadly floors. 

Trie characters are crudely animated 
but leap around the screen like rabid 
kangaroos in a drought. The control of 
the jumping and getting on and off some 
platforms is difficult, made even more so 
by a joystick that dots not centre. 

These problems aside, the game is 
very playable with your man being able 
to fall any distance and move around 
very rapidly. Your life is threatened 
though by cats that are hatched from 
purple bombs and when they hit, you 
deplete your energy level. 

The bombs can be grabbed before 
they hatch, purple ones for a bonus or 
brown ones can be picked up and 
thrown at cats. Birds hatch from the 
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brown eggs and if they catch 
they will not zap him but carry 
the screen. 

There are lots of 
walls with spring pads, ladders, elec- 
trified floors, invisible platforms and 
conveyor belts. All forty odd screens are 
different and come in sections-, one of 




which does not allow jumping so the 
game should keep most Dragons busy 
for a while. 

The two player game is perhaps the 
most exciting thing about the program 
with both men chasing after the 
cash- So if you have a 



GAME I GATECRASHER 



MACHINE: BBC 



CONTROL; KEYS 

FROM: OUICKSILVA, £6.95 

Rolling out t lie barrel is much more fun 
in a pub than in this strategy game of 
putting barrels* in boxes, but both may 
drive you to drink. 

You're presented with a maze con- 
taining gates which lead to nine boxes at 
the bottom, You have to drop barrels 
from the top level so that they bounce 
down through the maze into separate 
bins. 

Your character is completely unam- 
mated and jerks across the screen to the 



sound of sandpaper on skin. Once you 
have selected your hole and dropped the 
barrel it runs down the maze being 
deflected by gates which swing either 
left or right. The trouble is that if you hit 
a bin a second time it cancels the first 
one. 

The gate form predictable routes 
which means you may get stuck without 
a way to hit the correct bin and you'll 
run out of barrels. 

You can avoid this by two great little 
routines which allow you to scroll the 
display up and down, and you can send 
your cathode -ray tube haywire by hav- 
ing an earthquake which rattles the 
maze and switches gates randomly. 



The first four screens are just a matter 
of filling the nine gaps but the fifth and 
sixth involve rearranging a set of num- 
bers into ascending order. Completing 
the seventh stage gives you a code which 
you must break to win a prize. 

The game is quite clever and stretches 
the brain to think logically but does not 
have enough action or variety to be 



Bob Wade 
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This frenzy of competitive platform 
scrambling can make even &laggcr l»h tame 



friend out there to take on at Cashman 
it will be even more competitive , 

Bob Wade 



GAME: C ASHMAN 
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GAME; MRWIZ 



MACHINIt BBC 



run. 



CONTROL* K EYS, JOYSTICK 

WOM! SUPERIOR SOFTWARE, £7.95 

ln4igestion and heartburn are inevitable 
in this version of Mr Dig as you eat 
cherries, grass and mushrooms on the 



As you try to gobbJe all the cherries 
gremlins pursue you and can only be 
stopped by a failing apple or your flying 
crystal ball. 

Eating the gremlins' mushroom home 
drives them wild and they will eat 
anything to get at you. 



You'll be afraid to go cherry picking 

Hob Wade 
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OAMEi METEOR MISSION 
MACHINES BBC 



CONTROL: KEYS, JOYSTICK 



:ACGRNSOfT,£9.95 CASS 
£1 1.95 DISK 



Saving Uvea is what this game is all 
about, as six little men wave their arms 



around on a planet's surface. 

Leaving your mothership at the top of 
the screen you must use the thrust 
control and left/right keys to weave 
through the asteroids. Land, pick up a 
man and then make it back to safety. It's 
always tricky mastering thrust, but the 
colourful graphics and tolerable sound 



make this a good version of a familiar 
game. Peter Connor 
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GAME: TRICK SHOT 
MA C HI HE i ORIC 1 ,' ATMO S 48 K 
CONTROL: KEYS 



1 



FRO Mi UK SOFTWARE, £7.50 
It's here at last, an excellent version of 
pool for the Oric. Trick Shot is very 
similar to the arcade version in many 
respects. You start with three cue balls 
or lives, each life is allowed three shots - 
if after three shots you fail lo pot a ball or 
accidentally pot the cue ball, you lose 
one life. Obviously, once your three 
lives have been lost the game is over. 

Instead of aimlessly potting six balls, 
then going onto the next frame and 
potting six morc r ad infinitum, you 
must try to accumulate a score. Every 
ball and pocket has a number - the 
score for the ball potted is the sum of the 
number on the ball multiplied by the 
number on the pocket, multiplied by the 
number of shots left for the present life. 
The numbers on the pockets change 
every shot. 

To aim the cue ball you move a 
flashing cross around the outside of the 
table When it's in the direction you 
want, you lock it on target and then 
select the strength needed for the shot. 
The ball then zooms across the table, 
hopefully to the selected target. After 
potting a bail, the number of shots left is 
restored to three. 

Graphically this game isn't very stun- 
ning; the blue table with yellow 

GAME: SUPER FRUIT 
MACHINE! ORIC'ATMOS 16/48K 
CONTROL: KEYS 
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cushions isn't convincing - the blue felt 
extends around the cushions on the 
left-hand side and the pockets are de- 
cidedly square (although this never 
proved to be a problem in practice). 

The movement of the balls is smooth, 
if slightly flickery. Ball collisions and 
rebounds appear realistic. Sound is very 
good with appropriate clicking noises of 
colliding balls and two different melo- 
dies. A Hall of Fame is also provided 

The payability of this game is incredi- 
ble - I just couldn't stop. The scoring 
system undoubtably contributes con- 
siderably to this. In all, a sound piece of 
programming well worth spending time 
with. Richard Wright 
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FROM: UK SOFTWARE, £6,50 
Once upon a time, you found electronic 
fruit machines in every amusement 
arcade, Well, they have now been im- 
plemented on the Oric in the form of 



Super Fruit. Complete with nudge 1 , 
'hold 1 , 'gamble' and of course, the '! can 
do better' facility, this software bandit is 
a faithful implementation with very 
smooth multi-coloured spinning reels. It 
is easily the best fruit machine game 
available for the Oric. However. 1 can't 
help feeling a bit silly sitting in front of 
my VDU pressing keys and watching my 



credit go up and dow r n after forking out 
£6,50. in real money ! Shingo Sugi ura 



CAME; BACKGAMMON,- 3D OKO 
MACHINE ORIC 1 /ATMOS 4SK 
CONTROL: KEYS 

FROM: UK SOFTWARE, £7,50 
Two games for the price of one. Back- 
gammon is a fairly ordinary version 
with un startling graphics, no sound, no 
skill levels and an average playing 



strength. 3D OXO has four skill levels, a 
4x4x4 playing grid, unimpressive 
graphics and rudimentary sound. 

Both programs had good on-screen 
instructions and seemed much of the 
same standard - good for practising 
basic playing-skills r but not representing 
much of a challenge to the dedicated 
player. As probably the only versions for 
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can't wait any longer. Richard Wright 



GAMES CHESS 

MACHINE] tOREC- 1 ATMOS 4SK 
CONTROLS KEYS 



FftOMtlJK SOFTWARE, £9.50 
This version has many features, plays 
extremely well and has a good response 
time. Features available include eight 



levels of play, cursor or co-ordinate 
inputs, chess clock and time limits for 
moves (user-definable), confirm move, 
retake move, resign, modify board, com- 
puter-suggested moves, change aides or 
levels during game, forte computer to 
make move and more - even problem 
solving! 
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This program oozes quality. 


Wright 


Richard 
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CAME: DRAUGHTS 



MACHINE! ORIC- 1 ''ATMOS 48K 
CONTROL; KEYS 

»OMz UK SOFTWARE, £7 50 
Draughts from 1|K uses the same screen 
set-up routine and option menu as their 
excellent Chess program. The number 



of features built into them is quite 
mind-boggling {especially for a piece of 
Oric software). 

It also has four sets of rules to choose 
from, These decide whether or not you 
must take when you can, and variations 
on the theme. 

Well worth buying if you like the 



wooden version 



Richard Wright 
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CAME; THE PERILS OF BEAR GEORGE 
MACHINE: SPECTRUM 48K 



CONTROL: CURS, KEMP, SkNC, 

~ CHEETAH, R. AX 

FROM; CHEETAHSOFT, £6.95 




When I first heard the name of this game 
I did a double-take. I thought it was 
maybe going to be a game about the 
troubles of a pop star but it turns out to 
be far more run-of-the-mill. 

You take the title role as a cute- 
Looking red bear. It is autumn and you 
find yourself in a garrishly coloured 
forest. Apples are falling steadily from 
the trees and you must catch them to 
fatten George up, ready for hibernation. 



It takes some degree of skill to do this 
as a squirrel is forever bombarding the 
poor bear with apples that stun him and 
reduce his energy level. While this is 
going on a jaunty version of 'Teddy 
Bear's Picnic' plays. 

After a while (there is no actual time 
display) you move on to a superb draw- 
ing of some mountain slopes. Here 
George must avoid the occasional skier 
on the path to his caves. 

The setting for the third screen is a 
cave in which spiders are bouncing from 
floor to ceiling - a nasty hazard, In the 
fourth you finally arrive at Home Sweet 
Home where George settles down to 
sleep. The calendar months tick by in a 
display in the right-hand corner and the 



CAME: DELTA WING 



MACHINE! SPECTRUM 48K 
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CONTROL* KEMP, S!NC, AGF FULLER, 

KEYS 

FWMHj CREATIVE SPARKS , £6.95 

When Fighter Pilot was brought out tor 
the Spectrum the general opinion 
seemed to be that it was an excellent 
game. 1 never really got the hang of it 
and consequently I was put off flight 
simulators for a while. 

So 1 was pleased to find that Delta 
Wing was a bit simpler on the technical 
side without losing any of the atmos- 
phere or action of a combat flight 
simulator. 



The cockpit view is fairly standard 
with an artificial horizon to show the 
angle of flight, radar, and compass as 
well as a gauge to show the height of an 
incoming enemy plane. 

The idea is to locate and destroy a 
number of enemy bases whilst defend- 
ing your own bases from attacks by 
enemy planes. A map is displayed if the 
'M 3 key is pressed which shows the 
position of your plane, the nearest 
enemy plane and all the bases. 

Combat is far more realistic than in 
Fighter Pilot. Once an enemy plane is 
located its altitude does not fluctuate 
wildy - an annoying feature of FR The 
bombing of bases takes quite a while to 
get the hang of: you need to be quite 
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GAME: PSYTRAXX 



MACHINES SPECTRUM 48K 



KEYS, KEMP, SINC 



FROM* THE EDGE, £7.95 
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P&ytraxx whs 
programmed by 1 7- 
yeer-cid Andrew 
Seals f ram To I worth 

in Surrey*. He wrote 
the gome over a 
livfl-mon^ period tri 
between aludly for 
A-k-voli. Previous 
gomci for Sottelt 
include Mierobol 
and t-'n ifu p.-rJ. 



Brain drain 
challenge 

From the same stable as Quo Vadis 
comes another l t 000- screen arcade- 
adventure starring a microdroid called 
Psytraxx. 

Trapped in the confines of the E] 
or robot's brain circuitry this rebel 
is trying to deactivate his master an{ 
all the other enslaved components. 

You start your quest at the 
connector and have to find your wl 
the CPU and turn it off. Many probl 
and hundreds of rooms bar your way 
and a map will be essential in the long 
run, 

Each room is ringed by circuitry and 
contains* components, some stationary 
and others which can move around. 
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energy he has collected used up. 

[fat any lime the energy metre falls to 
zero George loses one of his three lives. 
Alter a long sleep it's back to the woods 
and the sequence starts again. 

Except in the second screen, where 
two diagonal directions are added, it is 
only possible to move George left and 
right. The fire button is used to acceler- 
ate. In general the graphics are good and 
colour used well. Considering the poor 
sound facilities on the Spectrum, the 
[unes are quite impressive. 

But the game requires very little effort 
to complete and docs not increase in 
difficulty. 

I don't think many players will be able 
to bear George for long. . . Marty n Smith 

high in the sky when the bomb is 
dropped to avoid being destroyed in the 
blast of your own bomb. Quick reac- 
tions are needed here because the base 
is not in your sights for long 

As well as the movement keys (or 
joystick) you have to operate a few- 
fun cti on s from the keyboard. There are- 
four skill levels and the number of 
enemy bases (1-5) can be selected. 

Despite its similarities to Fighter Pilot 
I found this a superb combat flight 
simulator with colourful, clear graphics 
including a little hand pumping the 
throttle. But sadly, as seems to be the 
rule with this type of game, there is 
hardly any sound (without a Fuller 
soundbox i. Martyn Smith 
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Contact with the circuits and electro- 
nics will deplete your energy in the form 
of your regeneration factor (RF). 

if you hit a bit of moving micro 
hardware you lose a life although to 
start with they are fairly easy to avoid. 
You can also shoo? these with your 
electric sparks which only zap to your 
left and right and use up your RF as well 

As you explore the rooms force field 
doors are encountered which can only 
he opened by the appropriate identity 
cards, These and several other objects 
can he found lying around for you to 
pick up. 

The doorways between rooms appear 
a tight fit for your drotd at 5rst, but they 
allow you to get through even if you 
don't hit them spot on. Some are partial- 
ly blocked by other circuitry and a 
steady hand is needed to avoid RF 
fcses. 

1 1 nearly all the rooms there are green 
which replenish your RF, though 
should be used as sparingly as 
ibie, A keen eye is needed on this or 
may find yourself with no energy 
u nded by hostile capacitors, 
rs and diodes. 

are four circuit boards and 
four different levels to explore. 
You can move between levels by way of 
W gates which are colour-coded 
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appropriately. 

The main asset of the game is again 
size and hence the screens and charac- 
ters are not that great to look at and 
there is no music or stunning sound 
effects. It is compulsive though as you 
explore and familiarize yourself with the 
layout, especially since the game gets 



tougher for every bit you solve. 

There is actually a real arcade feel to 
this game as you blast your way about 
and it s large enough and complicated 
enough to keep the old grey matter 
moving as well. 

Bob Wade 
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You'll never dream a program ' 
could be this good!!! 




Join Wally in his nightmare 



Sensational Software from 




44 The Broadway. Bracknell. Tel: (0344) 427317 

Availabfe 1or Commodore &4 and Spectrum 48K 
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Not another helicopter game' I hear 
you all cry. Cheer up, because this isn't 
] ust an othc r ch o p pe r ga me . 

bali your Combat Lynx helicopter you 
must protect your army's land bases 
from the hostile ground attacks and 
yourself from the enemy's helicopters 
and jets. 

You need to start by getting used to 
the numerous key controls of the game 
all of which can be redefined, Your 
copter starts at base zero which is one ot 
three to six bases depending on the skill 
level. At base 0 you need to arm yourself 
with the weapon systems that the Lynx 
can carry. 

This is done in a separate mode where 
the craft and systems are shown in 
marvellous detail Once armed you can 
take off in search of hostile* and this is 
where the excellence of the program 
lite rally displays itself. 

As you move across the attractive 
green scenery it undulates in hills and 
valleys, scrolling beneath you in stun- 
ning 3D, On this background appear 
houses, trees, ground vehicles and air- 
craft and the occasional crashed heli- 
copter if you don't watch your height, 

The iireu of land you can fly around is 
so large that you won t even find the 
edges of the map in a normal game. A 
larger area of the map can be viewed and 
shows any friendly or hostile force 
nearby and the contour of the land. You 
can also scroll around d isplay to find the 
nearest en emy or base. 

The instrument panel below the dis- 
play provides information on the status 
of your craft and its weapons. This 
includes height, temperature, speed and 
status of each of six weapons. The 
weapon you wish to use is selected by 
moving a cursor above the one requircd. 
Also shown are various messages on the 
status of your bases and warnings of 
i mm i nent missile attack 

Despite all this detail and information 
your task is a straightforward one and 
once familiarised with the controls you 
can buzz around the battle zone hunting 
down tanks, guns, lorries, helicopters 
and jets 

It still takes perseverance to get to 
grips with the program though, so the 
less determined may find it a hard game 
to get into, My initial doubts over the 
games play ability were completely 
overcome - 1 now find rocketing tanks 
is a great pastime when you want to 
ax. 




CAMEs COMBAT LYNX 



MACHINES SPECTRUM 4#K 



S CONTROL; KEYS 

FROM: DURELL £3.95 
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GAME: STAGECOACH 
MACHINE: SPECTRUM 

CONTROL: KEY S' FUIL, SI NC, KEMP, 
PRO 



FROM: CREATIVE SPARKS, £6.95 

At one time at another mbsi people 
must have fancied themselves as heroes 
of the Wild West. This game gives you 
the chance to relive those great days as 
Kidd Rivers. 

Kidd s job is to save the occupants of a 
runaway stagecoach and take them safe- 
ly to their destination, San Pedro. First 
he must board the stage by jumping from 
horseback onto its roof and then once 
he has control, he must drive around 
collecting those unfortunates who fell 
out of the coach whilst it wasdrivcrless 

After finding the lost passengers Kidd 
takes the stage tftrough the mountain 
passes. You have a map to help you but 
it seems to be very badiy scaled fur your 
task. 

tvxtra points are accumulated here by 
picking up boxes of bullion arid 
ammunition which are lying around. 
This particular stage of the game takes 
far too long and quickly becomes te- 
dious. 

Once out of the mountains you re 
back on the prairies, which are now- 
swarming with fearsome Comanches. 
They attempt to board the stage and 
capture your passengers. If you are 
lucky you may succeed in shooting the 
Indians before they empty your stage . 





Li; 




When this happens you simply return to 
do the whole thing again at a higher 
level. 

Stagecoach s graphics are something 
of an anomaly because although quality 
is poor and the drawings themselves 
quite bad, they are surprisingly amusing. 
Td call them the computer equivalent of 
a cheap laugh. Sound is fairly limited 
and does nothing to stretch the Spree - 
trum's facilities (however limited they 
may be). 

In short, a fair game with some good 
ideas. Nothing outstanding and nothing 
abysmal and only one major shortcom- 
ing. Why is the mountain stage so hard, 
with difficult control and a nigh useless 
map? Robert Patrick 



One of my favourite Scenes in any 
Western is the part in which the hero 
lumps from his horse to take the reins of a 
runaway stage and save the day, 

Stagecoach appeals straight away 
because it features that scene and it is 
fairfy easy to do the trick. 

The graphics of the cowboy and horse 
are bfock and rather srickfike but move 
rather well r but why, whyi^he sound so 
poor? 

Stagecoach is fairly entertaining with 
&ome original ideas but with the mass of 
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Creative Sparks have came up with a nice 
idea for a game, one with some 
potential, Unfortunately this is all entirely 
wasted on Stagecoach f a program 
notable for its frustration element rather 
than its appeal. 

Mediocrity is the name of the game, 
with the lack lustre animation and sound 
and with no real redeeming features 
Stagecoach mi 
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GAME: TERR AHAWKS 
MACHINE: SPECTRUM48K 
CONTROL: KEYS, KEMP, SINC, CURS 
FROM: CRL, £6.95 

Some games have 10 be stuck a I for a 
while in order to appreciate their merits 
and this is one of them. 

The title is somewhat misleading as 
the: game seems to have virtually no 
connection to the TV show. It is a 3D 
flying game in which you have to man- 
oeuvre through a landscape peppered 
with crystal lowers to reach the vortex 
tunnel. It is far from easy. 

You are given numerous aids to get 
you to the tunnel. Your ship is equipped 
with shields so you can survive five 
impacts with towers. Alternatively, you 
can lower the height of the columns by 
blasting them with one of your SO 
antimat torpedoes. 

There is also an autopilot function 
which can luck you on a bearing and 
height, but I found manual flying easier 

Gauges show your height, compass 
direction, fuel level, ship angle, short 
distance radar and range from the vor- 
tex All of these are essential for a 
successful mission and the homing-in 
pro eeduretotl o ws a con sta n t pat tern 

First, you need to home-in using the 
range finder which shows green when 
you are on the correct heading. Once 
you arc close enough, you have to drop 
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A Jot of companies have tried to 
produce 3D garnet, few have 



height to below 40 feet and home-in on 
the vortex shown on the radar Then, 
when it appears in visual range, you 
have to make a clean entry into the 
tunnel. 

Success takes you to another strata - 
there are nine in all. Flying high drains 
your fuel and it needs to be conserved if 
you are to cover all nine strata. Your 
score is increased by Hying, hitting 
monoliths and completing lev els. 

Despite initial reservations I found 
myself becoming more and more 
absorbed in th is game, which presents a 
lasting challenge- However the first 
sight will put a lot of people off. 

Rob Wade 

/PANELPOINTS 



enter a vortex. But this isn't a program Td 
spend money on. Chri* Anderson 

succeeded . The com pun no, power needed 

to work out 3D image. usualfy means that This one's a real toughie. Keeping your 
the game has to proceed at a pretty low range detector on green, you fight your 



speed and that not on awful lot happens. 
That & the case wftfi this one. 

The green, fine-line graphics ore 
reasonably effective., but are redrawn 
every half-second or so giving a slightly 
ferity look to the game. Sound is a 
continuous drone with o few zaps thrown 
in, There is o certain appeal in trying, 

over a period af several minute* to ensure table, mis could be for y- 
that your crafl m in the right position to 



way through the columns - which I must 
admit I found extremely difficult, since 
yoy hove to keep your eye on about six 
things at once, 

However, the game is quite well 
presented and its overall effect is quite 
good,, If you like to spend hours finally 
making it to the bottom of the high -score " 



76 PC GAMES 




Samantha He mens 
i 



A • SPECTRUM • SPECTRUM 




Watty's pyjama nightmare 



To get anywhere with this brilliant new 
game, you'll have lo do a Jot of thinking, 
so to get you in the mood, here's a 
teasing little riddle. This month has seen 
the launch of four major Spectrum 
arcade -adventures: Psytraxx, Strange 
Loop, Avalon and Pyjamarama. 

The first three have over 200 locations 
(Psytraxx has 1,000), Pyjamarama has 
around 30 So how can we justify mak- 
ing this tiny pipsqueak of a program 
gamc-of-the-month? 

Well, its not just the graphics 
although these are outstanding; very 
large, very colourful, very clear, lots of 
variety. It s not just the fact that the 
game is the most playable of the four, 
requiring just three controls - left, right 
and jump. 

The real point about Pyjamarama is 
that it's the first arcade adventure which 
is a real adventure. 

Let me explain. This year's rush of 
arcade-adventures was started when 
Ultimate brought out Atic-Atac last 
Christmas. That game -and those 
which followed - were adventures in 
the sense that different locations had to 
be explored. But the other aspect of 
adventure games - using objects to solve 
problems- was barely touched on. 

This game changes all that. OK, there 
are only about 30 locations, but each 
contains a different object and each 
object presents a teasing puzzle which 
you, the player must solve. 

What is more, the puzzles arc all 
inter related. Example; a bucket in 
room A, might have to be filled with 
water in room B, and taken to room C 
where it renders harmless the inhabitant 
man-eating plants. This might allow you 
to pick up a fuel can in room C which (if 
you can find some fuel in room D) just 
might allow you to power a rocket 
stashed away in room E and reach the 
moon. So it goes on. 

The story is that Wally Week, the 
lovable idiot first seen in Automania, is 
now having a nightmare and wants to 
wake himself up. So he wanders around 
his house and elsewhere dodging 
strange aliens and trying to figure out a 
way of setting off his alarm clock. The 
instructions give you no clue on how to 
go about this. it s s all down to brain 
power. 

The objects lying around (they're all 
larger than life since it's a dream) in- 
clude a door-handJe, radio, towel, lib- 
rary book, plant pot, conveyor bell 
controller, hammer, fire extinguisher, 
joystick, pound coin, power pack, crys- 
tal orb, various keys, driving licence and 
cooking bowl. 

Mikrogen assure me that hardly any 
are red herrings. They each have a role 
to play in helping Wally to wake up. 

A major point is that Wally can carry 
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only two objects at a time This apparent 
limitation in fact gives the game enor- 
mous added interest because of the 
tactical problems it raises. You cant just 
go round collecting everything. You 
must try to form a plan and then pick up 
the exact combination of objects needed 
to try it out. 

When you get stuck, you can take time 
off to enjoy the game's humour. Ghostly 
hands appear from the floor and dis- 
appear. If Wally miss-times his jump to a 
stairway, he may end up sliding down 
the bannisters. Occasionally, when he 
goes to exit a door r a huge boxing glove 
appears and knocks him to the ground. 
Another enjoyable thing is the lift 
which, once sussed, allows you into a 
new series of rooms. 

These features coupled with the 
game s superb graphics and easy play- 
ability mean that most people will fall in 
love with it straightaway. Playing it will 
give hours of teasing frustration, inter- 
rupted just often enough by exhilarating 
breakthroughs which open up new sec- 
tions of the game. 

Of course the big question is: how 
long will interest last? Will the game be 
solved in a few days and then be left idle 
on the shelf? Or will it prove impossible 
and be given up in frustration? 

Our feeling is that Mikrogen have 
pitched the game at just the right level. 
It s solvable, but it'll take ages. For 
example, after a weekend s entertaining 
play, I still have no clue what to do with 
some 75 per cent of the objects (I'm mad 
keen to find out! ) 

However, even when it is solved the 
game won t lose all interest, because 
following a suggestion by PCG, Mik- 
rogen have incorporated a unique fea- 
ture. The program actually counts the 
number of steps that Wally takes, so that 
even once you've completed the game, 
you can always try again, this time 
aiming to do it more efficiently. 

And for those who haven't completed 
it there's a percentage rating which will 
reveal what proportion of the puzzles 
you've solved. 




I A c no doubt that Pyfamarama s 
ling to be a massive hit, and perhaps 
the first of a new genre of computer 
game*. It's certainly a hundred times 
better than its predecessor, Automania, 
and, if Mikrogen s hint -dropping de- 
partment is to be believed, the program's 
central character may well be used again 
in future games in an attempt to create a 
sort of Wally cult. 

Sticking to the present day, one thing 
at least is clear. After a year s searching 
PCG has at last found its Wally of the 
month. Chris Anderson 
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The main programmer of Pyjamara ma, 
19-year-old Chris H ins Icy is as excited 
as everyone else about his new creation, 

'No one s ever got the full adventure 
blend into an arcade game before; he 
told PCG. it's a new breed altogether.' 

Its roots, he admits, lie in Ultimate's 
Atic Alac, but Hinsley thinks the com- 
pany have gone downhill since then. '1 
don h t think they succeeded in producing 
a better game with Sabre Wulj. It's 
simply Atic Alac part 2. You just run 
around collecting things. That's why 1 
think we've made a fairly big step 
forward with this game/ 

The basic idea was a team effort - 



Mikrogen staff sat around a table and 
tried out suggestions against each other, 
But once the plot had been worked out 
Hinsley (with other programmers help- 
ing on the graphics) spent a month and a 
half turning it into an all-colour all- 
action reality. 

It's an impressive piece of work from a 
guy who, like thousands of others, 
caught the computer bug from a ZX81 
three years ago. 

He 5 been working full-time for Mik- 
rogen in Ashford, Middlesex since pull- 
ing out of a college computer course last 
Christmas - another lucky drop-out 
who's made good. 



NOVEMBER 1*84 



Screen Test 



HIM • SPECTRUM • SPECTRUM 




Wilfv 




The idea that KokuUmi Wilf was a new 
pop star was shattered when I played 
the tape and found it to be a computer 
program. 

Young Wilf is a magician's apprentice 
who has been sent back in time by his 
ageing mentor to collect the scattered 
pieces of the Dragon Amulet. Wilf has to 
recover the fragments from six time 
zones and reach a time-gate to take him 
onto the next zone. 

You move either by flying with a pair 
of wings provided by the magician or by 
walking. You start in the age of the 
dinosaurs and on each screen these 
prehistoric beast ies and other hazards 
bar your way to the piece of amulet. 

This first level is easy and for this 
reason more experienced players can 
start on the second or third time zones. 
The obstacles in your way change be- 
tween zones but there is the usual 
platform-game behaviour^ of following 
simple patterns which you have to get 



Many things are deadly to Wilfs 
touch, including innocent-looking 
bushes and purples spikes on the floors 
and ceilings. This means you have to 
stay in the air a lot and this is where 
control is most crucial since you cannot 
hover but keep moving up and down 
with the effects of flap pi ng and gravity, 

The screens are nicely depicted but 
usually don't have much moving on 
them. Some have only one route to the 
amulet fragment while others can be got 
at from several directions. The need for 
precision Hying is vital on later screens 
since the pieces are tucked away in 
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hard-to-reach spots and one slip of the 
wing could lead to disaster. 

There are over GO screens, some set 
above ground and others deep in the 
bowels of the earth where you encoun- 
ter huts, killer plants and even a fish in 
an underground kike. 

Completing the game will give a mes- 
sage telling you why you were sent on 



the quest but if level three is anything to 
go by it will take a long while before 
anyone discovers the secret. 

The game does not achieve its aim of 
stealing fef Set Willys crown as number 
one arcade adventure but it has enough 
dept K to be a real chal lengc. 

Bob Wade 




Covered why I W Z 1 ' hoVen ' Y* 
graphics are except 



""fair because ahhl ?'■ " would *>» 

beginning, ond I!' 0 ' ,or f"Bht of the 
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If you've ever wondered how It 
feels to be Eddie Kidd . . . defying 
danger and gravity, soaring or a 
motor-bike over a tons " ne of cars 
, , . here's your chance to find out! 

This fabulous new same - 
Jump Challenge - has been 
produced for you by Martech, 
with a lot of help from Eddie 
himself. 

At the ageoMS, Eddie KkJd 
was jumping over oil barrels on a 
bicycle At 18, he shattered the 
world record wtth his astounding 
leap of 190 feet - clearing 14 
double-decker buses. Can you 
match his skill, courage, control 
and Ice-cool nerve? Jump Challenge 
wilt show how you compare with the 
King of MotoKyde Stunts! 





r iFf<. I HUM 



Just like Eddie, you'll start by trying to 
clear barrels on a bicycle . . . gradually 
working up to attempting Eddie's daring 
leaps which have thrilled miULons 
around the world! 

□ 100% machine code 
P separate control of bike and rider 
for incredible realcsm 
□ dangerous headwinds tor added 
difficulty 

n scoring system - for successful lumps 
□ joystick or keyboard option 
PLUS I M You can enter the Official 
International Jump Challenge 
Competition? 

Details on cassette insert 

Available from leading software 
retatters OR order today 
by mail price £6-95 U8K 
Spectrum) or £7 95 
{Commodore 6^ 
BBC'S', & Electron) 
including VAT andP&P. 
Please make cheque or 
postal order payable 
to Software 
Communications Ltd. 
Allow 7 days for delivery, 



KM M 



M 4% M 1 It Martech is the registered trade mark of Software Comrnmicatos Limited 

III VI I IC( ■■ Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE 

TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 TELEX: 87445 EXIM Brighton U 
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GAME; BORZAK 



SPECTRUM 4&K 



CONTROL: <EV KEMP 



FROM: CHANNEL 3, £9.95 

you a frustrated freak? Do you 
5/ that tcnsed-up feeling? If so, 
ak ts the game for you. tt : s no I that 
eaeTi stage is so ha ret (they're really quite 
simple) it's just that they go on for so 
long that sooner or later you make a 
mistake, either through lack of eoncen- 
l mi Li on or. more likely, through bore- 
dom. Thus you can play for ages without 
ge tting anyw h ere at a 1 1 . 

As Borzak, the amazing bug-eyed 
beastie from Betel ge use, your aim in the 
game is to travel through the six screens 
to reach your in tergal act ic era it. The 
reason why you have fallen to Earth is 
that while travelling in space you made a 
small mistake and got sucked into Che 
Earth's atmosphere. 

With dismay you realise that you are 
85 Zorgs (85 whats?} away from your 
spacecraft and this is where the game 
starts. You control Borzak and you have 
to gel baek to your ship. On the first 
screen there are holes which eat you up 
if you lump into them - so don 1 1 3 

To complicate the matter f urt her th ere 
are flying objects (J think they're 
which J have an uncanny 
cracking my head open on. 

Next the second screen and now you 
are being attacked by mutant frogs 
which are beautifully drawn. The third, 
fourth and fifth screens have obstacles 
such as pooJs of water and brick walls 
frisky), dragonflies and snakes (or are 
they worms? ) r 

The sixth and final screen is the real 
killer. At first it seems similar to the first 
screen with holes and birds, but a huge 
steel claw emerges to drag you down. 

The game has some nice options - for 
example, you may play on any level. 

GAMES TWILIGHT ZONE 



MACHINE! SPECTRUM 

CONTROL: KEYS, JOY 

FROM: THOR. £5.95 

Sounds vaguely familiar? Why yes, it 
sounds like Lazer Zone from Llamasoft. 
Indeed it is almost identical. You find 




Colour is well used and graphics are 
jerky but well designed. Overall, not 
very exciting. Richard Boniface 
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| OVERALL 



Abatable P ^^^S 
, *ob Patrick 

, °<Je to thereof h . 

I Whic, took imp „X e ™ t I? u 

yourself controlling two laser gun& 
X/Y axes and have to shoot invading 
aliens. There is a set time for which you 
have to survive the decidedly unfriendly 
company of each wave. 

It is depressing to sec games houses 
cloning other micro games. 
\ TonyTakonshi 
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Thef^ screen i s ^ mi | Qr jn eoi _ # t 

cou d have f i' in * l ■ ™ at or >/One 

goes bock to his own p\ at)ei _ rZa 

toartyn Smith 
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GAME; TURTLE TIMEWARP 
MACHINE; SPECTRUM 16 46K 
CONTROL; KEYS, JOYSTICK 



, £4.95 



We have had a El manner of creatures 
invading our micros and now turtles 
mad c their way i n to a maze game 



These lovable, light blue reptiles must 
explore a maze in which eight question 
marks conceal a turtle to be rescued or a 
monster which is activated. If you find a 
a house appears in one of the 
of the maze and you have to 



to the centre of the maze time warps you 
to the next maze. Rob Wade 




rescued returning 



i; BLACK HAWK 
MACHINE: SPECTRUM 



I FULL, 



CONTROL; KEYS. KEMP. 
CURS 

FROM: CREATIVE SPARKS, £6.95 

Hying over occupied islands you have 



to blast your way through hordes of the 
enemy to reach and destroy their 
airfield. 

The action is seen from above and 
comes in two different screens. Tt is fast 
and compulsive, although your craft and 
the white guided missiles can be hard to 
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LASTING INTEREST 
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see on the attack screen. 


Bob Wade 
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GAME: BRAXX BLUFF 



MACHINE: SPECTRUM 48K 
CONTROL: KEYS, SINC, KEMP 



FROM:MOOMEGA, £6 95 



In the past, Micro mega have produced 
some excellent games. Death chase and 
Full Throttle bci ng am o ngst them. But if 
you expect their latest release to be as 
£ood s you'll be disappointed. It s really 
not in the same class, 

The idea is sound enough. You must 
rescue three people from the planet of 
Braxx Bluff, by completing a number of 
tasks. First you must land on the planet 
by homing in on a beacon. Ignore the 
pretty 3D graphics that occupy the 



majority of the screen - to land at the 
right place you merely centre a dot on a 
tiny radar screen. 

Having done that you proceed on foot 
towards the ; Hydro -crawler 1 , zapping 
the bird-like creatures that try to stop 
you. Once inside the crawler you race 
across the deserts, marshes and finally a 
sea doing more zapping, until you reach 
your goal. Believe me, U s tough going. 

To get onto the next screen you must 
amass a certain score and in some cases 
this is fru strati ngly difficult. Fortunately 
you can save your record onto tape, 
allowing you to skip the easy stages in 
future games. 

Graphically the game is quite impress- 
ive. Though they are not particularly 



clear (and rather chunky) there are 
some good 3D effects. Sound too, is well 
up to par. 

What really 5 p oily this &ame is the 
sheer lack of payability. Though -the 
stages arc difficult, they are not really 
interesting enough to sustain any pro 
longed efforts. Indeed, 1 found the fill 
rea son for c om plcting a task was to Weff ( 
the next was more enjoyable. 

[n a way this is a shame, A lot of 
thought has obviously gone into the 
game and it has been put together very 
professionally. But for me it just didn't 
have that magic ingredient that makes a 
game truly addictive. 



CAME: HYPERACTION 
MACHINE: SPECTRUM 48K 



CONTROL: KEYS, SINC r CURS, KEMP 



SILVERSOFT, £5 95 



At first glance, Silversoft s latest Spec- 
trum release appears to be nothing more 
than a hybrid of Pacman and Fen go. 
However, play it a few times and you 
realise it offers a totally new and quite 
e nterta i n i ng c hal le nge 

The idea is fairly simple. You play the 
part of a nicely-drawn spider who must 
travel around a randomly generated 
maze either collecting objects or filling 
in the corridor in a certain colour. 
Naturally you are not alone, the maze 



CAME: DANGER MOUSE IN 



DOU&LE TROUBLE 
MACHINE: SPECTRUM 48K 
CONTROL; KEYS, SINC KEMP, PROT, 
FULL 



CREATIVE SPARKS, £6.95 



Go on, admit it - you watch Danger 
Mouse on television, don't you? Well, 
now you can play and enjoy a 
original and amusing game from 
tive Sparks based on the series. 

You control the rodent super-agent 
whose mission this time is to deactivate 
an android clone of himself. This has 
been built by his arch-enemy Baron 
Silas Greenback in a remote jungle. 



GAME: AVALON 
MACHINE: SPECTRUM 48K 



being populated by the four obligatory 
nasties (thankfully not . ghosts) who 
chase you in the usual anti-social man- 
rcer. 

However you can push the walls of 
the maze across passages, changing its 
shape and trapping nasties. You must be 
careful not to crush either them or the 
objects you must collect, for this loses 
you a life. Thus a significant strategy 
element is introduced, half the tactics 
being to trap the creatures in a small part 
of the maze .allowing you a clear ru n , 

Silversoft have also apparently caught 
the Minter disease, for the stages have 
such names as Return of the jellF 
and L At tack of the Mutanrj 

First you'll have to get there in your 
flying car hut don't expect a quiet trip 
Greenback has sent out squadrons of 
robots to stop you. You must dodge or 
destroy these using, for some reason, a 
note from the car s juke box. Strange, 
but fun. 

Once in the jungle, you jump croco- 
dile-infested rivers and move any pumas 
blocking your path by starting an 
elephant stampede with your Tar/an 
cull. Honest! 

However, all this is nothing compared 
with the final stage, In order to disable 
your double you must press certain 
buttons, which Greenback has some- 
what discourteously surrounded with a 
high voltage fence. So how do you press 
(by passim; over them) and avoiding 



CONTROL: KEYS. KEMP, CURS, 

FROMi HEWSON, £7.95 



There's no doubt about it, Avalon is a 
remarkable game, but it suffers from 
serious playability problems. 

There is a very attractive screen bor- 
der and the main playing area occupies 
the centre of the display. Coloured lines 
sketch out your current location, a room 
with one or more doors, and a small 
seated figure, Maroc the Wizard 

Ma roe the Wizard can, with the help 
of a spot of magic and your joystick, 
float about the screen picking up objects 



passing over 
contact with various malevolent sprites. 

As you wander from location to Soea< 
tion you collect spells and other useful 
items in your quest to destroy the Lord 
of Chaos. There are eight levels and 200 
locations to explore, and this is where 
the playability problems arise 

To open a door you move Maroc up to 
the door knob and the door swings 
open. The trouble is that to close it you 
do the same thing, so unless you re 
careful you may find yourself opening a 
door and then closing it again before 
you have managed to get through it. 

The control problems are a pity be- 
cause Avalon has a lot of novel features. 
There are a large number of spells to be 



Graphically, the game is done well, 
with detailed backgrounds and smooth- 
ly animated characters. The sound isn't 
a let down either, with some quite, 
satisfying noises being coaxed out of the 
Spectrum's pitiful speaker. 

The spider is very easy to control and 
even if you don't own one of the 
supported joystick interfaces, the keys 
arc sensible enough. 

Overall, Hyperaction is a really rather 
playable game, the arcade feel being 
tempered by an interesting strategic 
element. There are a number of screens, 
each with randomly generated nwes, so 
the program s appeal should last Nice 
one Silversoft, Peter Walker 

them? Yes, youVc guessed 1% you jump 
over the fence and balance on the 
buttons wiih your index finger! Who 
said Spectrum software was all the 
same? 

What really sets the game apart from 
the crowd is the quality of the graphics. 
All the characters are easily recognis- 
able and well animated, especially Dan- 
ger Mouse. 

My only important reservation with 
this game is the possible, lack of really 
long-term appeal. With only two skill 
levels, the tasks might get a little easy 
after a while. Still, this is a beautifully 
presented game and should be im- 
mensely popular mth all ^^^^ 

found, allowing you to renew your 
energy supplies, attack your enemies, 
and even command a small wraith-like 
Servant/. 

Unfortunately, even selecting spells 
requires almost superhuman dexterity if 
you're in a hurry, The spell names 
appear on a scrolling list at the bottom 
of the page which you flick through with 
the aid of your joystick, but the list 
scrolls so fast that selecting the spellyou 
want is very hit-and-miss. 

Avalon scores over its cousin, Ulti- 
mate^ A tic Atac, in te rms of size 
complexity, but you'll need eleven fi 
gers and a lot of patience if you re going 
to get the most from it. 
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I* ripmero "eotMicrQmp^V ?n 

*rr mesQnd Pt^npi the best yet. |f s 
a ™"«iging game with very good 
gmph.cs .The detailed Escapes * crd[ 
| b V sn Wthly in superb colour 

Even the first par. of tno game _ tne 

mastered P * 

hif e ™" ° ^ S«d game ond another 
iiiiSLMiciomeaa. Martyr. Smith 



PANa POINTS 

fro** S/^is the fotest offering from 

mem, it features sheet after sheet of 
amazingly smooth 3D graphic These 
certdin^make for a beautiful- looking 
TO u 2"^ Wlth flrajf * f * thtit ft 
the higher levels. I m iucky- my rev ^ w 
copjj hod the higher slog^Led onXe 

However, ft fa an intriguing game and 
he persistent should find it enfoyobje - so 
that is, as they save each new sheet 
on to tope, 

Robert Patrick 



Screen Test 

ECTRUM 




T his j s "^definitely a maze gm 
Not thot ( didn't like it, it was i^* 

Bob Wade 

Th« is an exceptionally hord gome to net 
to gn ps with . ° 

"■■ngtd.dntlAev.as net ^ abfe ^ 



MNELPOWTS 



Whis gome is definitely for the young- 
■ at^heart. The graphs ere amazingly 
oetoile^ and are so cortoon-like that 
anyone coming into the room could be 
forgiven for thinking that this was the real 
TV cartoon. DM and Penfold move 
magnificently. 

The sound has been wefi thought out 
with cor motors, crocodiles' teeth 
snapping and of course there's the DM 
theme tune. I found this gome amusing 
and addictive, I mean j t Wt U anythi 
but addictive when you're everyone's 
superhero trying to save the world. 

Richard Boniface 



you'll 

i y Samonfha Han*,,, 

Hyperaetion proves that „ „ ■ 

need nn i , 90m * do »"i't 

"^on eloborcrt. plot to be addictive. 
The dear, co | wrfu | g^^,^ 

Tln 'f ,oa flomeof Watering pace 

morrages to combine a need for lhn,.r,k) 
action andwfth d!Ce n , 

'ho^T^^ diff *™nt skills. It 
S h *■ "»t competent ployer 4 
*>• hm.t. Excellent. ft,.,^ 

PAMaPCMHTS 

Thorn EMI are one of the few 'big' 
companies that Have entered the software 
morket and hove produced high-quality 
software, under the Creative Sparks 
labeL Danger Mouse ho good example 
hope this is only the first i n a series of 
DM games. Habort Patrick 

The [ungle screens toke time if you can be 
bothered to get the bonus. The android- 
mouse finale is foirfy entertaining but it 
won't hove you feinting with excitement 
Danger Movse is not a gome I would 
recommend, 

Mortyn Smith 



■ f I bump info one more door or » f 

ao^c^^^^* 0 ^'^' 
bh3 ^ 9 °' n9 10 icream so { ou6 it will 
blow every Semiconductor for miles, 

The animation and room, are preHy 

Qnd >** barter's octions and 
lfearecert 0 i„| KdeverButb 

xjgn game to settle into. Not thot 
W aren't eo.ywoy.fo, rtevraon to 

mT e ^7 0bi, ^ le »r«™^t 
™" be a blessing, M ostofd | 



WHtt POINTS 

Jis program needs a smalier wizard or 
b^ger doors.,. Bob Wade 

U Seems to ™> that the most important 
™™*™» in the Spectrum games field 
h^ve come out of the adven ture genre. 
Toke, for example, Th* Hobbitand Attc 
>Won seems to belong in th e some 

Hewson have produced a potentially 
excellent game which foils down o bit on 

? T ™ d reams of instructions 

its a hord game to get into. 

Rob Patrick 
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Selected programs available from larger brant 
Boots, Lightning Records & Tapes, and 
computer shops. 



es of 
good 



GRAPHIC ADVENTURE SYSTEM 

SPECTRUM 48K 




tje $flA£fffC obuentttre tortter 



The Dungeon Builder is & highly sophisticated program enabling machine-code graphic 
adventures to be written quickly and easily, even by those who h-eve nc- programming 
experience at all. When creating your adventure you csn choose From 1600 possible 
locations which are visually displayed on an octagonal lattice. The program gives you 
the facility to illustrate your chosen locations if you wish. A separate "game-maker" 
program is provided which enables stand-alone games to be made that will run on 
Spectrum* without "The Dungeon Builder'' being present. 
There are two versions 

1 . Cassette (now ava i table] . This will give you hours of enjoyment writ i ng ga mas for 
your family and friends. 

2. Microdrive [coming soon]- This will enable you 10 write reelly large adventures. 
A fully illustrated 100 page instruction book is provided with both versions. 

Price £9.95 

t CASSETTE / 

Author; Rlchgtd Pterin 



DREAM SOFTWARE LTD P C Bo* 64 Basingstoke, RG21 2LB 



Dealer enquiries welcome 
Please phone (0256) 25107 



Commodore 64 




A massive real time adventure. Can you 
pay your bill In time? Will you avoid the 
traffic - survive the stinking sewers, 
the rats, snakes, and lethal gases - wiH 
you befriend the tramp and win 
through??? Ill 

Price £5.95 

Author: Chf«tl»n Shnolsv 



The quest lo end all quests , fun bui as hard 
as the ground under the apple tree well 
worth 1l" 

Corrtputfir and Video Games Jane 1984 



Spectrum 48 K/ Commodore 64 





The f utiflk*n z«nifl«i graphic wfremure yet WW 
you avoid the k.n«ohw who ley „Jr? Will you t» 
■dsvaatated by the French Guard — HowwUlyoo WOO 
with ih# Hi>ly H»nd Gtenide — ara you good with 
animals? This advenlura will make you Think. a tut - 
but more Importantly ri will make you iaughF 

S pact rum 48K £ B . 3 S / C B M 64 £6 . 95 



Auina* Chrla Nawcomba 



" n ceriainly is funny, and it does hav/fl 

yr spi 1 14~! s ihot are very good" 

"Unusual, amusing, and good vattie fw 

CRASH Magazine /Way 1994 



Oft DIRECT FROM DREAM send P 0.. Cheque or 
Access Mo. (also by phone) rt 
Piee-H send me- p »b G uest □ 

Dungeon 6 uj Ida HC asserts [ □ 
Holy Grail Spectrum □ CBM □ 



PROGRAMMERS -We will give ytiu a first class deai on HIGH QUALITY programs for the 
SPECTRUM. COMMODORE 64 and ATARI 





eVe got the 




1 




and our games prove it ! 



Amazing graphic*, fast and furious action, challenging 
strategy, compelling adventure - this first won of 
games from TALENT hat got the tot! 

Written by professional computer scientists using 
powerful new programming techniques (which leave 
Machine code standing), these games have pushed home 
micros to the very iimrt* 
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KALAH 

0*MfH*<iMiH flfe™* In t»w world' ftnglmDy f>lxy*d by 

itri. Ihi stralcfy game ku ■bMrbed-tfeefliir-d of mui Ic 

ttaKrvntydiamidafrth of Kirch l«> Lc-lei" - -. 
h« ndiih^ difficult to bull 

■ 44 CumMIMI WfeJttl.M 




LASER REFLEX 

A nMp jrjlr N* i«pfnti 5 l AfJlfMU txilh jp.1 hufa&ap 
at itin, you muic defend ywir »itwrjid b«* hnFn wiw 
^■rWH l^fl»Wpin§rnt#1|tting |UnlUpt.T*uf^f«ici-~ 
i pw«Hul lucr de'lerted »*i mi; 4 «i«nl iwrw, Ho* toif i 
an •roy hold adLtHtarciwrdahncntrumMr'' 
ICUW 
Miff 




ARCHIPELAGO 



buaywi w nluiT 'n(r. ih* in< i*nt undmu libyrln^hv 
•file* lu»tiwlif4nd§o(1f»i AreNp*lt(S? F**«l*ui J«r*4i 
will ftiu 1)l*r#— Vui til* pjunuil of tor Itm m»r» 
yaatf Mry nnvt. witbnfe. tOdMl i iwlrTmd tamblf 
v«iifx«<H'* Ha* tang un you lurvWfeT 

tnlmtilwi «a4 -^ur l 

finimll TmiTTT obfcii.M 



WEST 

A CERipubra idwilui* Hrt Ii» if Ho it town InttW 
*1HdWr*l KUirLut-tolVij^mr!*^n l iplii»nbnjbfe*i 
ird n M fe H IMiflwX-Wl* gatvrourtmsrjr rti*d inrf »oni 
HaihooUrtoilirywj 1 

Tnt in it-^ri of your***, i™' *<^*. ycw« powi 
<rf uferrrntl 

Th« Hint at j itunn»n| icnn of **™r*ur» ■»» 1 H jlAMrt 
BtKfc.pi fey*! mrtil-tim* 



An outstanding pftphki pachip Fo» 1h« C*Hiin*gOf* «r* 
FeMuin Include hwc-hjAd ilntthti, arttai, fellpsn, bkjcx 
mtiwp. (Opf *fl4l*V*r>*. mjJjTtiik-ttLorl oH una., 

pytfjckw control, texture dHinrllon inU teatunr 
WHJ cotou* «IH. WNWUM CHI win 1** hull csIouj itcMt** 
oflk*Cammd(Ht*4 
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SOFTWARE FROMSCOTLAND 



Curranfiutlding, 101 St James Road 
Glasgow G40NS Tel 041 552 2123 

INSTANT CREDITCARO 24 HOUR ORDERING SERVICE TEL 041 552 312B 
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■settlement Ofl Planet CS, light-years from 
your home planet. But, disaster ... a 
sudden meteor storm has devastated the 
ship, and its cargo of Resource Blocks 
has been scattered over the Planet. The 
people have elected you to jou rney 
outside the settlement and round up the 
Resource Blocks; unfortunately, this Is 
unexplored terrain and there are many 
dangers ... so you will have to collect 
the Blocks on the Matter Transporter 
Pad sat the bottom of each level. 
Erupting volcanoes throw you up to the 
first bridge or Ledge you reach. You can 
drop bombs to kill the aliens, but there is 
a delay before they explode* 

Author - Patrick Richmond 



Available on the 48K Spectrum 





Software Projects Limited, Bearbrand Complex, Allerton Road, Wool ton, Liverpool L25 75 F. 

Telex: 627520 Telephone: 051-428 9395 (4 lines). 



, and together you make a 
good team- Your new mission Is on the 
Planet Spectra to destroy Allen nests 
whose eggs are rapidly and continuously 
hatching — It's a tough mission not only 
are there Aliens to contend with but 
there are guards which keep watch over 
and patrol above the hatching Aliens. 
Unfortunately your trusty spaceship is 
only equipped with low powered cosmic 
blasters which are strong enough to 
destroy the guards but not the Aliens. 
It's going to be difficult, but wait . . . if 
you can nudge those boulders onto the 
Aliens below! ... it could just work. 



Authors — 

Spectrum version - Patrick Richmond 
Commodore version — Stephen Richmond 



Send a large stamped addressed 
envelope for more detailed 
information on our new releases, 
plus a free large poster* 

All sales enquiries to: 
Colin Stokes 
(Sales and Marketing) 

For Mail Order only: 

Software Projects, P.O. Box 12, L25 7AF 



Selected titles available from:— 
John Meniies, HMV, Boots, Woolworth, 
Spectrum and other large department 
stores and all good major software 
retailers. 
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i 1 

- Please send me a copy of . 
THRU5TA U Spectrum £5.95 Please tick 

P Commodore £7.95 where applicable I 
ASTKONirr 0 £5.95 
1 I enclose cheque/PO for . 1 

| (Please add £1.0O for orders outside UK) | 

Access Card P(o» ......... »«»n«««iw minM*w ii ii i t . ; I 

Hfame ............ ........... ................. . j 

| AitdiTJW . ■ m. . », », , ... ■ , . , ..m m» » m ■ 1 1 ■■■..>. i 

For Mall Order only: I 
Software Projects, P*0, Box 12, L2S 7\F 
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1 REM +**+*### RACE** ********* 

2 REM ****&y FENNELL**** 

3 REM ##******24/4/84*****### 

4 BORDER /: PAPER 7: INK 0= E? 

LS 

5 LET RACE=1; LET HDRSEi=26: 
LET HORSE2=2B: LET H0RSE3»28 ; LE 
T HOR5E4=2B 

6 LET E^-'ALDANITI' 1 ; LET F* = " 
SPARTAN MISSILE" : LET 6*=" SUNNY 
BOY": LET J *=" JUMPING JACK" 

7 LET ETOTAL=1000 
S GO SUB 3BO0 

9 GO SUB 7000 
10 LET HtlRS£l=2B! LET H0RQE2=2 
Si LET H0RSF3=2B: LEI H0RSE4=2B; 
LET J*="JUMPING JACK" 
20 LET &*="ABC 

DEF " 
30 LET B*»"ABC 

40 LET C*="ABC 
DEF" 

50 LET U$="ABC 

I>EF H 

51 LET \ri*='GHI 
JKL " 

52 LET Xt^'GHI 
JKL » 

33 LET Y%^"GfiI 

JKL " 

54 LET 2*="GH1 

55 LET K*= H J^ * J4Q <> k 
dlcdlldlc own k k f own kg k 

k k k k -f k k f kaf k $k 

k k k k f ow owj k f k k 

wo i k WO J " 

56 LET K*=*fdg Idg jdg Idg dJc 



J d g <cJ k 

own kg k 

k f k ?k 

k f k k 



gwi 

t 



own owj k 

k -f k f k 
k r k r 6 



u dlcjdg jdg tfic 
f k f f k 

■f k gwj qwi woi 



k jdg 

k om 

k k 

oww gwj" 

37 LET m~"j<tg k f o ko kk 
f gmi k f kg kkg kk 

f f k f k g kk g kg 

Wft QjmJ gwj k gkk $k 

f it ill ■rupii»> ■■■■ urn* ma*** 

■ft 

Idg jdg k 

f owj k f k 

f k f k t g» 

n owj gwj 



5B LET Mt=" 

01cp f jdg 
k kg f k b 
k ■ k g -f kbh 

woik art gmi 



.idg jdg 

<rm rr k 

k f k 

k i gmj 



k j 
kj 

li 
kbi 
k bi 



f k f o ti I d g 
■f k f kgj-f omj 

f k f k f k 

gwj gmj k f k 

f 

i 
i 



L 



59 LET 
f> f 
kg i 
k gn 
k h- 

63 GO SUB 40(90 

64 GO SUB 1000 

65 REM MAKE HORSES MOVE ( 
69 PRINT AT 5 , HORSE 1; A* 
7& PRINT AT 7, HORSE 2 u Bf 
B0 PRINT AT 9 1 HDPSE3;C* 

AT 11 ,HURSE4; Dt 



k f jdg 
k -f k f 

ke li ft f 



Forget the Camp town Races, the nag* in this 
game will really have you gripping the edge of 
your scat. Type in this listing for some great graphics 
and ali theexciiement of winning - or losing - a 
fortune. 

The game gives you £l (MM to gamble with, and full 
i n si ruction s on h o w to play ap pea r w hen t he 
program to run, Wh ate v er you do, do n't run th e 
program when there are a lot of people about - 
serious financial loss may folow. If you end up 
winning a fortune and don't want to stop, a save 
routine has been included. 

In order to help you enter the program, all 
graphics characters have been printed out in italics. 
All italic letters should be typed in with the 
computer in graphics mode. To enter graphics mode 
you press the <caps sum > and the 9 key 
simukaneousJy t and to exit the graphics mode you 
just press the 9 key. 

Capital italic letters represent the corresponding 
user-defined graphics characters. Enter these in 
graphics mode simply by pressing the indicated 
Letter. Lower ease italic letters are used to represent 
the pre-defined graphics shapes which you can see 
on the top right-hand corner of the keys 1 to 8. Enter 
these in graphics mode as follows: letters 'In" to 'h' 
inclusive a re entered by pressing keys 1 to 7 
respectively, 'a' is entered by pressing 8. Letters T to 
H p' are entered in graphics mode +■ < caps shht> 
according to the following: i press 7,\6, k5 P I4\ mji, 
n2,ol,p& 

S ee page 92 of your Si nclair u se r gu i d e if you need 
furth er explan a t io n . 

Program breakdown 



1-59 Define variables. 
65-250 Movement of horses 
1000-1060- Printing to screen. 
2000-2240 'Spartan' - winnings etc, 
1 100-1195 TUdaniir - winnings etc 
2500-2640 'Sunny Boy 7 - winnings etc. 
31*00 -3 1 40 1 ack T - win n ings etc. 
400ft -4200 Workout o< 
choose horse routine- 
5000-5060 Loser's message. 
6500-6550 Money left 
7000 7050 Instructions. 
7500-7540 Ten races over. 
8000-8220 Graphics. 
9000-9040 Out of memory routine, 
9900-9973 1-nd, 




100 LET L= I NT ( RND+j 

t 10 LP LM THEN LE 1 
SE1- 1 

120 IF L==2 THEN 
SE2- 1 

t30 IP L=3 THEM 
GE3-1 

140 IF L=4 
SE4-1 

150 IF L=B THEM 

170 PLOT 15,70: 

ISO IF HORSE 1=0 
L DAN IT 1 14 f GO SUB 

190 IP HCRSE2^0 THEN LET J*='"S 
F" ART AN MISSILE" : GO SUB 2000 

200 IF HORSE3=0 THEN LET J*="S 
UNJNV BOY": GO SUB 2500 

205 IF HQRSE4 = 0 THEN LET J*-"' J 
UMFINB JACP" ; GO SUB 3000 

210 PP1NT AT 5 , HORSE 1 ; W* 

220 PRINT AT 7 J HQPSE2sK* 



|4QR5P1=HGR 
LET HORSE2=HOR 
LET HORSE3=HOR 

QO TO 100 
DRftW 0 f 70 
I HEN LET J*="A 
1 1UU 



NEW 

330 PRINT AT 9 t HDRSE3 5¥* 
240 PRINT AT 1 1 T HORSE4; Z* 
250 GO TO 65 
999 STOP 

3 000 MEM DRAW FENCES ETC, ON RftC 
E TRACK 

1001 PLOT 0,140: DRAW 255,0: PLO 
T O T 60: DRAW 255,0 
101E FOR N-0 TO 255 STEP 10: PLO 
T N s 140: DRAW 0,10: NEXT N: PLOT 

0 , 150; DRAW 255 ,0 
1020 FOR N=0 TO STEP t0: PLU 

T N T 60i DRAW 0,10; T^EXT Nl PLOT 
0,70: DRAW 255,0 
1030 PLOT 15 f 70; DRAW 0,70 
10*0 PLOT 20,140; DRAW 0,20: CIR 
CLE 20 , 1 65 , 5 

1045 PRINT A1 0, 12; " #*RACE NUMfcE 
R=»; FLASH t ; RACE ; FLASH O;"**" 
1050 PR1N1 AT 0, 4 ; "FT Ml SH" 
1055 PRINT AT 15,0;W.*;" OVER 
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mat 



BY CARL FENNEL 



liE*: OVER 1; AT 17,0; X*; 11 " ; INK 

0;F4;AT 19,0; Y*;" " ; INK 0;G*; 
UYER 1; AT IS, 15; Z*; " " ; INK 0; J$ 
5 

1056 PR I NT AT FLASH 1 ; H* 

1060 RETURN 

SIM IF H*< -E* THEN ED SUB 5C100 
1101 CLS i PRINT K*: PRINT ; PRI 
NT tf*t PRINT -"YOU &ET " : MONEYS 
PRINP ■ mT 1HI. ODDS DF " ; ODDS 1 ; " 

-1" 

1110 LET T GT AL=QDDS1* NONE Y+ MONEY 
1115 LET GTQTAL=G70TAL+TQTAL 
1120 PRINT "YOU'VE WON % FLfiS 
H I ; TOTAL ; FLASH 0 

1160 PRINT AT 71, B?" "N" TD STOP, 

ANY KEY TO CONTINUE 1 ' 

U70 IF LNKEY*=" " THEN GO TO 11 

70 

1180 IF I NKEY*< 



TO 9 



GO SUB 5000 
PRINT : PR I 
I'ET "' ; nONEY 



" N " THEN GO SUP 



[190 IF 
VL313 

1 2 ?5 00 TO 1 1 70 

2000 IF F*OH* THEN 

2001 CLS i PRINT L*: 
NT □*: PRINT ' J " YOU 
: PRINT "AT THE ODDS 

"-r 

2010 LET TGTAL=0TJDS2*M0NEY + M0NEY 
2B15 LET G-T OT AL=e TO TAL + TOTAL 
2020 PRINT "YOU'VE WON FLASH 

1 ; TOTAL ; FLASH (3 
220O PRINT AT 2T t 0;" J N J TO STOP. 
AMY KEY TO CONTINUE" 
22 IB IF INkEY*=" " THEN GO TO 22 
10 

2220 IF 1NKEY*< >"N" THEN GO SUB 
6500 

2230 IF INLEY*="N" THEN GO TO 9 
900 

2240 60 TO 2200 



21.00 IF G*< >H* THEN SO SUB 5000 
2501 CLS ; PRINT M*! PRINT : PR I 
NT 0*S PRINT "YOU BET MONEY: 
Pf-:INT 1 AT THF ODDS 01 " ; ODDS^J " 
1 ™ 

2505 PRINT 

2510 LET T0TAL=GDDS3*M0NFY+MGNEY 
2515 LET GTGTAI. =RTOTAL + TOTAL 
2520 PRINT "YOU'VE WON *» FLASH 

1; TOTAL f FLASH 0 
2600 PRINT AT Zi,0;"'N' TO STOP. 



ANY KEY TO CONTINUE" 
2MB IF Tuteev**™ 



GO TG 26 



2620 IF INKEY*<>"N 1 ' THEN GO SUB 
4500 

2630 IF 1NKEY*= "N" THEN GG TO 9 
900 

2640 GO TO 2600 

3000 IF J*v>Hf THEN GO 




Program Lib n 

SPECTI 



TO STOP , 
GO TO 31 
GO SUB 



SUNNY BOY 
ODDS OF " 



300 J CLS ! PRINT N*: PRINT ; PRI 
NT 0*: PRINT ' "YOU BET "jKONEV: 

PRINT "AT THE ODDS OF l ";ODDS4; 1 ' 
-1 

30 J0 LET T0TAL=ODD54#MONEY+MQNEY 
3015 LET GTOTAL=GT0TAL+TOTAL 
3020 PRINT " YOU'VE WON FLASH 

I; TOTAL? FLASH 0 
3IU0 PRINT AT 21 ,0; " N" 
ANY KEY TO CONTINUE " 
3110 IF INKEY**"" THEN C 
10 

3120 IF INKEYSO'N" THEN 

6500 

3130 IF INKEY*="N" THEM GO TO 9 
%tm GO TO 3100 

4000 REM DISPLAY HORSES & ODDS 

4001 L FT 0DDS1=INT (RND*5ffl> 
4005 IF ODDS 1=0 THEN GO TO 4000 
4010 Lb. T ODDS2=INT (RND«50) 
4015 IF ODDS2=0 THEN GO TO 4010 
4020 L,ET 0DDS3^INT <RND*S0) 
4025 IF DDD53=0 THEN BO TO 4020 
4030 LET ODDS4=INT <RND*50) 

40 35 IF DDD54=0 THEN GO TO 4030 
4040 PRINT AT 0,12; BRIGHT 1: FL 
ASH 1 * INVERSE I ; "CAPS LOCK ! ■ " 
4050 PRINT AT 2 t 0;W*j" ALDAN IT I 
WITH THE ODDS OF " 

i ODDS 1 ; " - 1 11 

4060 PRINT AT 5,0iX* ? " SPARTAN M 
ISSILE WITH THE 
; UDDS2; "-I " 
4070 PRINT AT Q T 0;Y*; 

WITH THE 
;ODDS3; "-1 " 
40S0 PRINT AT U,0;Z*;" JUMPING 
JACK WITH THE ODDS OF 

; ODDS4; "-1 

4090 PRINT AT 16,0; "GRAND TOTAL= 
,r ; FLASH 1 ; GTQT AL 

4091 PRINT AT 19,0; "RACE NUMBER= 
'■; INVERSE t; FLASH 1 ; RACE 

4095 INPUT "NAME OF HORSE " ; H$ 

4096 IF- H* = " ALDAN I T I " THEN BEEP 
.1,12: LET Xl=16: LET X2^5: GO 

TO 410! 

4097 IF Hf= hl SPARTAN MISSILE" THE 
N BEEP , 1 , 1 2i LET Xt=i8s LET X2 
=5i 00 TO 4101 

40 9 E IF H*=" SUNNY BOY" THEN BEE 
P , l,12i LET XJ^20: LET X2=5: GO 
TD 4101 

4099 IF H**" JUMPING JACK" THEN 
&EEP .1,32: L. FT Xl-16: LET X2=20 
i GO T □ 4 10] 

4 100 B-EEP 1,-12: GO TO 4095 
4 10? INPUT "' AMOUNT OF MONEY GO IN 
G TO PUT ON HORSE IN " \ MONEY 
4103 BEEP .1,12 

4 105 IF MONEY G TOTAL THEN GU TO 
-1101 

4ilfl) LET GTOTAL=GTDTAL-MONEY 
4200 CLS : RETURN 

5000 CLS : PRINT AT 2 , 0; " UNLUCkV 
. " ; AT 4,0: "I'M AFRAID "\ FLASH X 
;Hi: FLASH 0 ; AT 6,0; "DID NOT WIN 
"I AT B,0:-THF HORSE C AL L FD" ; AT 1 
0,0.; PLASH 1; INVERSE 1;J$; FLA5 
H 0; INVERSE 0; AT 13,0; " WON THE 
RACE " 



50 15 IF GTOTAl.=0 THEN 
C 

'J0Z0 PRINT AT 2l,B;"'N 
ANY kfey TO CONTINUE" 
3Q5£ IF TNKLY*="" THEN 

O0 



iO TD 900 

TO STOP. 

GO TD 530 



5040 [f I NKE Yi= "N " THEN GO TO 9 
900 

5050 IF INKEY$< .-"N n THEN GO TO 
^•0 

50i0 GO TO 5030 

6500 REM TOTAL AMOUNT OF MONEY 



4* 



74 



I*' 



6303 CLS : PRINT AT i 0 , B ; <* 144444 
44k ft 

f jjjj 

*» fr " 

fcSllB PRINT AT 1 1 T 9; OVER 1 J " OR AN 
D " J AT 12,9; " TOTAL- " ^ AT 13,9;""; 
G TOTAL 

£520 BEEP 3,-11 

6530 LET RACE=RACF+1 

6540 IF RACE=lt THEN 60 SUB 750 

0 

6550 CLS : GO TO 10 

7 000 REM INTRODUCTION 

7001 CLS : PRINT FLASH 1 j AT 0,5 
: " WELCOME TO THE BLYTH JEX " ; FLA 
SH B;" "; INVERSE 1 
; FLASH 1; ■ R AC E COUR EE M 

7010 PRINT AT 4,0;" YOU START T 
ODAYG MEETINGS WITH": PRINT i PR 
INT " 1000. YOLJ WILL HAVE TO BET 

THIS " : PRINT " ON THE RACES (AL 
1 HOUGH HOW MUCH ": PRINT ; PRINT 

" IS UP TO YOUR DISCRETIONS " 
7015 PRINT M 



7020 PRINT ! PK1NT " THERE WILL 
BE A TOTAL OF TEN"; PR INT ! PRI 
NT " RACES. SEE IF YOU CAN BECOM 
E": PRINT : PRINT " A MJLLlONAlR 
E BEFORE LUNCH r 1 ; 

7030 FOR N=0 TO 30; PRINT AT 19 , 
1 4 ; 11 ABC " j AT 20, 14 J "VEF" i PAUSE B 
: PRINT AT 19,14? "GH1 *' ; AT 20,14; 
"JKL"i PAUSE 3! NEXT N: CLS 

7040 PRINT INVERSE L ; AT 10, 10^ 

BRIGHT 1 ; "PUT COMPUTER 5 ' ? AT 11,10 
I BRIGHT 1 ? "IN CAPS LOCK "? AT 12, 
10i BRIGHT 1 S « MODE » 

7045 PRINT INVERSE lj OVER 1|AT 
9,9 J "&!titB!ff!ffnBifflBiirmiii " ; A T 10 "f 
" ; AT 10,22; "k" ;AT 1 1 ,9* w f M j AT 11 
,22; H * M ;AT 12, 9; "f" ; AT 12,22; "Jt " 
; AT l&&$:? : M44444444iW<** tnver 

SE 0 

7O50 FOR N=0 TO 15: PRINT AT 7,1 
5 5 " ABC"' \ AT 8,15} V DEF": PAUSE Si 
Pf^INT AT 7 , 15; "GW7" s AT 6 f iSf " J^£ 
": PAUSE 8; NEXT N; CLS : RETURN 

7500 CLS : PRINT " UNFORTUNATELY 
THAT IS THF FN£ OF THE RACES. 

YOU CAMF AUAV WITH A GRAND TOTAL 
□F " ; G TOTAL 

7510 INPUT "NAME " ■ Ni 

7520 PRINT ' N$ ; " ON BEHALF OF T 

HE": PRINT "BLYTH JEX RACECOURSE 



PECTRUM 



7530 PRINT " I THANK YOU FOR BET 
TING IN THE RACES AND I HOPE Y 
OU WON A LOT OF MONEY AND I HOPE 
YOU ENJOYED YOURSELF IMMENSELY " 
7f540 FOR N=0 TO 50: PRINT AT IB, 
14;Dt: PAUSE S: PRINT AT 18,14?? 
t: PAUSE B: NEXT Ml RUN 
0000 REM DEFINE GRAPHICS 
9001 FOR N-USR "A"' TO USR "G"-l 
3010 READ A: POKE N,A: NEXT N 
3050 DATA 0 , S , ?3 f 30 1 63 1 1 1 5 , 99 , 3 
8060 DATA 0, 192, 192, 120+56 + 56 t 25 
5 , ilLiLi 

8070 DATA 0^^0^^0,0,192, 224 
B0B0 DATA 3,3,3,4,0,4,2^ 
G09B DATA 233,255,131,129,129,13 
1 , 1 53 , 0 

n l pi pi 
M T 0 

3140 FOR N=U5R " G" TO USR *' M" — 1 
8145 READ A: POKE N,A: NEXT N 
8150 DATA 0,0,4,14,31,63,49,1 
8160 DATA B,96, 96,60 ,60 , 188,255, 
75 l ". 

R170 DATA 0,0,0,0,0,0,192,224 
H1S0 DATA 1,1,3,5,9,16,32,0 
B190 DATA 255,235, 131, 1 T 192, 0,0, 



e?00 

1 60 , 64 

8210 DATA "D'V 
11 1 " , 11 W " | "A " , 



" ,"Y" ,"U 



'N " , "T" 



","T","0 

■■ ip ip ''■g 1 * "A" 4- V J ' * M ** °T" h "' H 

" , "A" , "M J1 , " ( " , " Y " , " / " , "N " , " 1 " 

6220 RETURN 

9000 REM OUT OF MONEY 

9003 CLS : PRINT AT 9,B; FLASH 1 

; "OUT OF MONEY" i LET 2-0 

^010 INVERSE 0i GO SUB 9030 

9015 INVERSE 1: GO SUB 9030 

9020 LET Z=Z+i 

9075 IF 7=10 THEN GO TO 9J00 
9026 GO TO 901© 

9030 FOR N=0 TO 30: PRINT AT 0,N 
; BRIGHT 1 f "p" j AT 21 ,N; BRIGHT 1 
j " "I NEXT N 

9040 RETURN 

9100 INVERSE 0: FOR N=0 TO 500: 
NEXT N: RUN 

9900 CLS : PRINT " YOU CAME AWAY 
FROM THE RACES" s PRINT " "ON RAC 
E NUMBER "s FLASH ljRACE; FLASH 
0i PRINT " " YOU CAME AWAY WITH 
<*; FLASH if INVERSE 1 ; G TOTAL ; IN 
VERSE 0 

9910 PRINT AT 21 ,0; 
TO CONTINUE 1 ' 
9920 PALJ^F 0 

9925 CLS 

9926 FOR N^0 TO 31 i BEEP .05,12 



'PRESS A KEY 



PRINT AT 10, N; T*; 



,12: 
NEK 



9935 
9954 



99^,0 



READ T* 
T N 

9927 FOR N=12 TD 16: BEEP .05,12 
: REAP T*J PRINT AT U,N?T*;: NE 
XT N 

993t NEXT N 

LET CO=0 
LET CO=CU+l 
55 IF CO=50 THEN 
SO TO 9925 

IF INKEY*="N" 
9970 IF 1NKEY*- '" Y" 
9/5 

9973 GO TO 9950 

9975 INPUT "FROURAM NAME? ";P* 
9980 PRINT AT 17,0; " PROGRAM NAME 
= " j P# 

9990 SAVE P* LINE 1 

9994 FOR N-.0 TO 40: BEEP .1,N: N 
E*T N 

9995 CLS f PRINT FLASH 1 i AT 10, 
10; "REWTND TAPE"; AT 11,3s INVERS 
E 1 ; "FOR VERIFICATION" 

9S!9fe VERIFY P# 



RESTORE 023 0 

THEN STOP 
THEN GO TO 9 
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Storm Warrior. 

He needs no allies, His strength and agility will prove him worthy of the 
name - Storm warrior, 

storm warrior is a 12 screen, all machine code, fast moving graphics 
adventure using 58§c of RAM, it features 5 levels of play, full playing 
demo mode on the first four screens, game freeze facility and a fast 
loading system. 

Commodore 64 Tape £795 Disk £9,95 (including vat.i 
The White Viper. 

a great graphics adventure in the land of Demons, coming soon. 
Commodore 64 Tape £795 Disk £9,95 < including vat.) 

Dead City Rescue. 

Tfie mind blowing, fast loading, 100 screen graphics adventure 
featuring 5 different speeds of scrolling to give an incredible depth of 
perspective. Mentally stimulating, strategy packed, visually stunning! 
Commodore 64 Tape £795 Disk £9.95 {including VAT.) 




Available from your favourite Software Retailer 



lHE connpittEirao-oicE 





2X Spectrum 

30 LUNATTAC K - Steve TlHTWf 

Fty )w Hovrr Rgriter over the 3D Lunar i andi^jpe wnWig 
thrSEIDDAB. 

JayilKk to"****. 4fK ofrtf 11 '' 5 

ID SE4DOAB ATTACK - Steve Turner 

Using yY>ur r*dsir, miti*rt and HrtTl sense C*e*r the city **a Of 
JPDA8 „ „ 

ioyifcck compjtit*:. I ^ m +flk E5 . W 

ID SPACE WARS - St#v* Turner 

Hunt [nr Snridab through four levels Of iD hypenpaue «-Hd 

□I LITHIUM UFT - sJhhmi Cobb 

Can you lift ?hr Qi uihium crystals fton* ihe vaute7 
i-yuic-k iompjciofe, I fcK Or *8K E5.9S 

NIGHTFLITE II - Mike Mai* 

Fbght simulation *itn fun initfumfrt Asftay and pcnpecirvt 

runway wipw „ „ 

Joyujck c-aoipjtiMr ~0K m 4flk €7.?B 

HEATHROW AIR TRAFFIC CONTROL - 

Mike Male 

Wjiwc" by * prqteiiibnal aJr traffic controller 
IfckorW E7.« 

QUEST ADVENTURE - Kim Top-ley 

Find a map rudsfcn « jn Urtcupitable twtd inhabited by 
gruesome: re Jturei 

FANTASIA DIAMOND - Klf» Top ley 

Stf m? <nagr»fjcmi FanLH/a Diamond and jtstut Bom 

♦ijk-LYi*. <?-*5 



KNIGHT DRIVER - Cllve BrOOfter 

Steer yi)rf car found a torturaji cirLuil of roads rjrakmq and 
accelerating as you 

j^/jrH p (ompxiblf , *8K only. 

COUNTRIES Of THE WORLD 

Art tdueawnal package triai win giv* -an appreciation of 
M^Waeuoraphy 

I6Hj^J4«Jc s*** 
PILOT FOR THE ZX81 - Mike Male 

f-iyynur crjrr^xjuw from ukf -c^f to landing navgavig ftrtwrrn 
mountains using rad*o «Va«« tl.ti 

COMMODORE 64 
HEATHROW AIR TRAFFIC CONTROL - 
Mlk* Male 

written by & pt offrSSOfBl jut traffic conUollef. 5even Ifveli of 



CONTROL - Ml 

W^^r Written by a profession-n . 



play rrrtJdmg oifTJonHrafcnn trout 

Books 

20 Best Frogrami f<* itx ZX Ipearum 
40 ftrtf Machine Cod* flouanes for the 
ZX Spectrum 




COUNTRIES OF THE WORLD 
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THE GREAT PCG P 



THE CONTESTANTS: five famous men, who between them have programmed some of the most awesome 

games ever to load i nto your computer, 
THE PLACE: a secret operations room in Central London — known as the PCG office. 
THE EVENT; a fight to the finish! 



What a day[ It was the contest of all time 
as five great programmers met to do 
battle on each other's games for the 
coveted PCG Programmers Trophy. 

Tension mounted even before play 
commenced. Terrifying stories had fil- 
tered through to the PCG offices of what 
]eff Minter thought of Tony Crowther's 
games - would Jeff take his Revenge for 
Tony's recent chart-topping successes 
... or would Tony himself go Loco and 
turn his joystick on the Manic Minter? 

Mine feet tall 

And what about Kevin Toms - 
rumoured to be at least nine feet tall? 
Just what sort of a mood would he be in 
after tearing his hair out over Doug 
Anderson's Chuckie Egg - would he 
start tearing everyone else's hair out as 
well? 

Just to be on the safe side, the Editor 




sent in his deputy, Steve Cooke (who 
had no haii\ and was, therefore, consi- 
dered a safe bet), to mastermind the 
proceedings. 

Dougie Anderson from A&F Soft- 
ware, the man responsible for Chuckie 
Egg, wheeled into the office looking - 
understandably - a little nervous. He 
was closely followed by Hewson Con- 
sultant's Steve Turner - the man re- 
sponsible for Avaton and those dreaded 
Seiddabs. For a while everyone shuffled 
from one foot to the other, clutching 
program disks and eyeing the others 
cautiously. Then games were loaded and 
it was eyes down for the first round and 
... Ye gods! All hell broke loose! 

Gentle savage 

Dougie Anderson, the man with the 
quiet voice and gentle smile, suddenly 
metamorphosed into a savage and un- 




TONY CROWTHER 

Company: Gremlin 
Graphics 
Age: 19 

Gamps; loco, Son 
of Blagger, Monty 
Mole, Suicide Ex- 
press 

Tony 'I don't piay games" 
Crawther took the cham- 
pionship in fine style, but 
fell down badly when it 
came to dealing with Ita- 
lian waiters. 'Saute pota- 
toes, sir?' inquired the 
luckless chap , , . r Er ... 
Chips . . .' came the reply. 
Loier he said he'd been to 
an INDIAN restaurant 
with gin incomprehensible 
menu where they didn't 
serve processed peas. 



JEFF MINTER 

Company: Llama- 
soft 

Age: 22 

Games: Revenge of 
the Mutant Camels, 
Grid rii oner, A acini t- 
alji etc. 

Signs his name Yak or Yak 
the Hairy - 'because it fits 
easier on hi-score tables', 
Jeff's as fiery in real life as 
some of the characters in 
his games. Sent the PCG 
staff scuttling for cover as 
he grappled with the joys- 
tick and sent Seiddab of- 
fer Seiddab to an early 
death to the cry of 'Got 
you, you son of a freema- 
son!'. 



DOUG ANDERSON 

Company: A&F 
Software 
Age: IS 

Games: Chuckle 
ESS 

Doug's score on Suicide 
Express led to some in- 
teresting revelations about 
his private life. 'Ahem 
he so id, 'I used to practise 
on Super Locomotive in a 
sea-siide arcade ... in be- 
tween visits to the casino.' 
Apparently young Doug's 
avite a hi -scorer on Black- 
jock. 'I used to walk in with 
£10 and come oway with 
about £50/ That's about 
100 games of Super 
Locomotive per winnings, 
so no wonder he beat 
everyone afce hollow. 



KEVIN TOMS 

Company: Addic- 
tive Games 

Age: 17 

Games: Football 
Manager 

This giant of a man has 
one of the most familiar 
faces in the software busi- 
ness - it appears on every 
one of Addictive's adver- 
tisements, AH the some, he 
says, r LirHe people don't 
notice me'. Hardly surpris- 
ing — most people can't 
see above his kneecaps, 
Really came into his own 
on Chuckle Egg, where 
time pressure robbed him 
of a better score. 



STEVE TURNER 

Company: Hewson 
Consultants 
Age; 'Early 30s' 
Games: The Seid- 
dab Trilogy, Avaton 
'It'* a bug!! It's a bug!!' 
yelled Steve delightedly as 
be spotted a stray graphic 
on Tony Crowther's 
Suicide Express , , . but be 
wasn't quite so cocky when 
confronted with Ancipitul 
... all he could manage 
was 'Help! !', Don'r be de- 
ceived, however, this man 
can scuttle a Seiddab 
quicker 1 than anyone. 
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principled demon. Gripping the joystick 
Like a man possessed, he ran up a 
massive score of 22,920 on Crowthers 
Suicide 
sight. 

As the PCG staff cowered in one 
corner, in the other Crowthcr set to on 
Winter's AmipUai. I never play games. 1 
protested Tony, sitting down and practi- 
cally melting his Commodore 64 as he 
knocked off a brisk quarter million on 
the game first time off. If he can do this 
after one game, what hope is there for 
the rest oi us? 

Meanwhile, Kevin Toms was making 
an omelette out of Chuckle Egg, and 
Steve Turner had the satisfaction of 
seeing everyone else mowed down by 
Seiddabs in 3D Luna t tack on the Dra- 
gon, although the Manic M inter zapped 
his way furiously to a very respectable 
300. This achievement was somewhat 
dimmed, however, when Steve sat down 
and gave a brief demonstration (unfor- 
tunately not eligible for championship 
points), ru nning off a quick 1000 points 
with no bother at all. 

In the end, the remarkable Tony 
Cmwther moved into a commanding 
lead, with the extraordinary feat (for one 
who never plays games) of 



• How the contest was run 

Each programmer had: to submit a game for 
the others to play. Competitors were not 
aElowcd to p]ay their own game and were 
allowed 5 minutes preparation and J 5 mi- 
nutes playing time on each of the others. 

The entrant with the highest score on each 
game received 3 champion ship points, 
second highest 2 points, and third highest 1 
paint 

The only exception made was in the case of 
Kevin Tom's Football Manager, h was felt 
that it would take too long for each competi- 
tor to play this game, so Kevin kindly sup- 
plied a new game, Dracufrs Castle. This 
program is shortly to be released by Silicon 
Joy, Addictive Games' other tabel. as part of a 
game* compendium for the Spectrum. 

Here are the games they played: 

Lunattack on the Dragon (program- 
med by Steve Turner} 

tAncipital on the CBM (i+ {by Jeff M inter) 
f Suicide Express on the CBM 64 (by Tony 
Crowther) 

son) ^ £ 

+ Ursula's Castte on the Spectrum (from 

Silicon Joy) 



highest score on every sinj 
except 3D Lunattack. 

Italian disk 

Other games played during the day 
included Menu Hi-Score, where the 
competitors vied with each other in 
attempting to order the most expensive 
dish in a nearby Italian restaurant. The 
scores in this particular game were so 
high thai - in true Space Panic style - 
the PCG Editor turned first green, then 
white, and finally disappeared through 
the floor altogether. 

Next came Oxford Street Frogger, 
where, having consumed large quanti- 
ties of wine, the competitors attempted 
to cross the street without losing a life. 
Dougie Anderson dropped out at this 
point - though whether through injury 
or the influence of a nearby arcade 
remains open to question. 

Yes, it was a day to remember Their 
hearts were bold, their eyes were true, 
and the joysticks melted in their hands. 
They can 1 1 just program brilliant games, 
these boys - they can run off some 
fantastic scores as wctl. Congratulations 



•Who scored what 




•The final line up 



PLAYER 

Tony Crowther 
JeffMinter 
Doug Anderson 
Kevin Toms 
Steve Turner 



POINTS 

1 1 

7 
2 

\ 





homs 


TUBNEfi 




CKOwrHER 


mjnter 


Chunkie Egg 




9.690 




10970 


3D Luralloclc 


1 B0 




■m::. 




300 


Ancipird 


131.934 




150.005 






Svicid* i spress 


12.160 




M.KO 






Dracutg'i Ctttlfe 



















Gremlin's topsy turvy prize 

To reward Tony Crowther for his magnificent performance, we offered him space 
in the magazine to fit] in any (legal) way he wanted to. Tony modestly passed the 
privilege on to company colleague Ian Stewart of Gremlin Graphics. His 
all in a spin. 8 " " g ec "ques put us 

\<1punofojd sjhox 
Suiyiotn anujiuoj oj um{i $ui}qvu9 snui sazjSzpQgt q$nQ4tft uofwotu 
Apui pawn; put? sqsap n&ui qivviuzpun s^ndwo? ipui pzjwit uoiwnjts 
zt{! fo piwuuuoj qooj 9&IO \t> / m>oj{ xdtio }\u j\ids wffoj jpw p&^-pai 
s $pPDU iiau; uo Swpuvfs tyvjs pdsnfuoj Jaujvj v ui sj3iuuiV4%oud jo mpdj 
wo pun psn pi&uftitS su{ 'mtfwoij Auo± punof j awtfo : $3iudD4Q uijUiMQ du\ 

'umop zpisdn p^uud sjUBtuasimtapv mm Suiavu Aq svapsiUdijj ot uohusjjv 
(Jimp oi pzm 3ty punof mvij smupdwoz uwj^o ivttf mijou mo ot ?woi svy jj 
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FAST ACTION 
FOR YOUR 
SPECTRUM 



Can your computer 
holdout? 



STAGECOACH 

A western action game for your 
Spectrum which realty does provide 
something quite different and 

exciting. 

Yov ore Kidd Riven, the hero of the 
game and yov must leap aboard 
the runaway stage and guide it 
safely aver the plains and through 
the treacherous mountains. Then 
just as you thought you were safe, 
' t off the attacking Indians. 



BLACK HAWK 

You're flying the world's deadliest 
aircraft, however ft would 
appear that your Command 
Centre has lust sent you on 
the world's deadliest 
mission. 

The ultimate in strategic 
action. This 100% 
machine code game 
offers the player two 
full graphic scrolling 
screens with over 
30 levels of play. 





Availably from 

All goorj computer software stockists. 
Send me (tick as required ) 

□ DELTA WING TNCC191 

□ BLACK HAWK TNCCll 
L STAGECOACH TNCC1S1 

□ My local stockist's address 
G Your full list of games 

Game/s at £6- 95 each £ 

+ single P&Psum 



£6.95 
£6.95 
£6.96 



Method of payment 

By cheque o r PO ( n o cash } rn ade paya bl e 
to TECS 

hbb □ By Access 

ran 

n e 

Enter card no. 

I i i 



J L 



■ 



Fa rnborough . Ha mps hire,GU147NF 
(0252)518364. 

Name 
Address 



Sign below: 



30o 



Credit card sales: UK buyers only. 
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THE VIRGIN 
COMPUTER 
GAMES SERIES 

£££££'$ of 
Entertaining Games 
for only £2.95 

Each book contains more 
than 20 quality games 
programmes, each one 
specially written for the 
series and unavailable 
elsewhere. Moving graphic 
games, arcade games, reflex 
(lexers and brain stretchers 
are ait here and guaranteed 
to provide hours of 
entertainment 

Only £2 .95 each 
MOV m> Yirmi 



GAM (-AMES 



GAMES FOR YOUR ZX SI 



MORE GAMES FOR YOUR 
ZX SI (£3.50) 



GAMES FOR YOUR 
ZX SPECTRUM 



GAMES FOR YOUR 
ZX SPECTRUM (£3.50) 

G AMES FOR YOUR VIC 20 

MORE GAMES FOR YOUR 
VIC 20 

GAMES FOR YOUR 

BB C MICRO 

MORE GAMES FOR YOUR 
BBC MICRO 

GAMES FOR YOUR DRAGON 

MORE GAMES FOR YOUR 
DRAGON 



GAM ES FOR YOUR 

GAMES FOR YOUR 
ATARI 600XL 



ATARI 



GAMES FOR. YOUR 
GAMES FOR YOUR 



TRS ao 
ORIC 



MORE GAMES 
QRtC 

GAMES FOR YOUR 
COMMODORE 64 



MORE GAMES FOR YOUR 
COMM ODORE 64 

GAMES FOR YOUR 
ELECTRON 



GAMES FOR YOUR Tl 99/4A 



THE PERSONAL 

COMPUTER 

HANDBOOK 

3rd Annual Edition 

TtMHARTNELL 

The complete guide to 
selecting and using small 
computers, including an 
explanation of how they 
work and what they can do 
for you t a detailed analysis 
of the available systems on 
the market and how to buy 
them, and how to get the 
most from your computer 
with an extended step -by 
step guide to programr 

Only £4.95 




WRITING 
SOFTWARE 
FOR PROFIT 

A J. HARDING 

Most software authors 
begin writing programs at 
home and many have 
dreams of seeing their 
hard work published. With 
this in mind, this book 
examines how to choose the 
right machine and the right 
co mpu ter s o ftware before 
explaining in depth the best 
approach to program 
writin g and sub mit ting you r 
finished program. 

£4.95 



SOFTCyflREJ 

iJfor -profit: 



MRU 



S3 

w 



■J c - 



f>i(5rFH,r, 




Available from att good bookshops, or direct from the publisher* adding 12vi% to the price of each book ordered to cover our pos tage and packing. Piease 
make <hequesfP,Q*s payable to Virgin Books and send to: Computer Books Offer 1 Virgin Books, 6 J 63 Portobetto Road, London Wll 3DO 



EXPERIENCE THE STUNNING 3-D REALI 




TRADE ENQUIRIES^ DYNAVi&Ott PRODUCTIONS, PO BOX 96, LUTON, LU3 2JP TEL: 1Q5S2) 535222 



100 PC GAMES 
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£ 
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Delivery 30 day?. 
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"Absorbing and realistic - 
Highly recommended" 

-Sunday Times, February 1984 

"Completely fantastic - 
I want one!" 

- Chortle Nicholas, Arsenal sinker In Big K, 

April 1964 

"Having chosen your players 
the match highlights are 
then displayed in very good 
animated 3-D Graphics. 
. . .There are many other 
excellent features in this 
game in fact the attention to 
detail is outstanding 
(5 out of 5)." 

Popular Computing 
Weekly- ^ ^ 

16 August 1984 




Some outstanding features of the game 

• Matches in 3D graphics • Transfer market • Promotion and relegation • F.A. 
Cup matches • Injury problems • Full league tables • Four Divisions • Pick your 

own team for each match * As many seasons as you like • Managerial rating 
• 7 skill levels • Save game facility • Financial manipulations • 4 divisions and 

customising feature • You can even be sacked! 



Available from computer software stockists nationwide, including <j§^ & a^i^^i 



Prices: BBC Mode! B £7 95 
Spectrum 4BK £695 
7X81 16K S595 

IN B 3D GRAPHICS ARE NOT INCLUDED IN 
THE ZXei VERSION^ 
Overseas orders add £1 SO 



To order by moll (p*p free) send crveques or 
postal orders to 

Addictive Games 

7A Richmond Hill, BOURNEMOUTH. BH2 6H£ 



ALSO FOR 

BBC 32 K 
SPECTRUM 48K 
&ZX81 16K 




TRICKS 'N TACTICS 

PC6 tips on high scoring in your favourite gomes 



MASTERING 
MIDNIGHT 

Great advice on winning at Lords of Midnight {from Beyond for 48K 
Spectrum) comes from Daniel Higgott of Newbury, Berks. 



1. MORKJN S QUEST. If you 
decide to try to seize the Ice 
Crown, it is vital that Morkin 
is on a horse at all times, 
otherwise when he gets close 
to the Tower of Doom he wil l 
become too tired to continue 
and the ice fear will be too 
cold for him to regain his 
strength. 

If Morkin should lose his 
horse during a battle you 
should search for a pack of 
wild horses. When you find 
them, press 'choose' and then 
seek' and Morkin will find a 
new mount. 

As Morkin moves closer to 
his destination he should 
stop for the night in any 
building, such as a keep or ice 
hall, as he will be safer and 
able to rest more easily. 

The best and quickest route 
for Morkin is directly north 
between the mountains of 
Dodrak and Ashimar. When 
Morkin reaches the Plains of 
Ogaim he should move 
north-east to the mountains 
ofUgrak. 

He should then move 
northwards until he is appro- 
ximately halfway up this 
range Going east, he will end 
up in a forest which he should 
make his way through in a 
nurth north-east direction to 
the Tower of Doom where he 
can seize the Ice Crown. 

This route bypasses the 
heavily guarded citadels of 
Korand and Ushgarak, 

2. A MILITARY VICTORY 
over Doom dark. To achieve 
this you should recruit as 
many lords arid men as possi- 
ble. Firstly, find the Lord of 



Shadows in the Forest of Sha- 
dows and send him to the 
Citadel of Marakith, Luxor 
should make his way to the 
Citadel of Shimeril while 
Rorthron goes to the Citadel 
of Gard. Every keep and 
citadel should be explored as 
it is likely that there will be 
men, or perhaps a lord, there 
to be recruited. 

Luxor should then move to 
the Citadel of Morning and 
finally to that of Xajorkith. 
Shimeril should go directly to 
Xajorkith. The Lords Gard 
and Rorthron should also 
make their way there as this 
will be the gathering poim of 
your armies. (From hereon 1 
shall refer to lords by their 
principal name.) 

When Shadows reaches 
Mara kith he should go south 
to Xajorkith while Mara kith 
goes to Kumar. He should 
then go south to the Forest of 
Dregrim and recruit Dregrim 
from the Citadel. They should 
then continue to Xajorkith. 

Meanwhile, Kumar should- 
go to Ithrorn recruiting 
Whispes. These three lords 
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should then make their way 
as quickly as possible to Xa- 
jorkith as Doom dark's forces 
will be massing around there 
by now. You should have 
enough soldiers to keep them 
at bay. 

Eventually Doomdark will 
realise that attack is futile and 
he will retreat. Wait until your 
forces have become utterly 
invigorated and then begin to 
move north. Luxor should go 
to the Keep of Utarg and 
recruit the Utarg of Utarg. 
They should then move north 
to Lhe Citadel of Ithrorn while 
the remainder of your force 
from Xajorkith make their 
way north -west to the Plains 
of Blood then north to the 
Plains of Valethor. 

The two forces of Luxor 
and Xajorkith should both 
make their way to the Forest 
of Dreams in which the 
Citadel of Dreams can be 
found. All forces should rest 
here until they are utterly 
invigorated. 

You should then move 
your forces west-north-west 
to the Citadel of Kor. After 
Kor has been taken, move 
north and with a bit of luck 
and about 10,000 soldiers you 
should take Ushgarak and so 
defeat Doomdark. 

Although this quest takes 
considerably longer than that 
of Morkin you will feel as 
though you have accom 
plished more. 

NOTE: Fawkrin the Skul 
krin as described in the 
'Chronicles of Midnight' can 
be found on the Plains of the 
Moon. 



Train 
stopping 



Michael Aherne from Glas- 
gow explains how to Stop 
the Express (Sinclair, 48 K 
Spectrum) 




jump onto the 18th carriage 
and get the bird. Run to the 
end of this carriage and lie 
down . Wait until another bird 
comes along, let go of the first 
one and jump for the new 
one. Do this on every even 
numbered carriage, but if t lie 
red men are about to get you, 
just let it go and run - until 
you can find the next one. 

the Ba,as gamet or 

This is Jirt. 
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TRIUMPH AT TENNIS 

Richard Thaw describes how to lick your Spectrum on Psion's Matchpoint 



BALL SPEED. In the Quarter 
Finals, the ball pace is slow, 
while in the semis it can be 
speeded up or slowed down. 
The finals are mainly in fast 
and super-fast pace! To 
change the speed of the ball, 
hit it moving forwards (fast 
speed) or moving backwards 
(slow speed) 

SERVICES. When il is your 
service, hold down the key to 
go forwards and press the 
swing racket key. This has the 
effect of speeding up your 
service. A service will move 
slower and be more lobbed 
than hit if you hold down the 
Backwards key and swing 
racket, 

Another useful tactic is to 
hold down the Left or Right 
key while doing the above, 
and the hall will move to the 
right or left in the receiver's 
court. These tactics will in- 
crease your chances of serv- 
ing an ace or troubling your 
opponent. 

RECEIVING SERVICE. It 
is easiest to stay on the back- 
line. But to play back good 






services from your opponent 
and get in the all important 
good return of serve, you 
should go straight to the mid- 
court line. 

COURT POSITION It is 
very important to have good 
court position awareness 
otherwise you will be out 
played, especially in the final. 
Don't stay on the backline 
too much, as seemingly good 



shots can be reached easily by 
the opponent because of the 
length of time before the ball 
gets to him. Also, if you stay 
there too long, some of the 
computer's shots become un- 
retumable. 

In the semis and final, 
however, you should only go 
to the net if you know you are 
going to hit a winner. Stay at 
the net too long and the com- 



puter will lob you. The best 
chance of winning at Match 
Point is mid-court play. This 
allows you to get to net and 
backline easily. Also, make 
sure you know where the ball 
bounces as the computer can 
play longer and shorter shots 
to catch you unawares, 

RACKET CONTROL, This 
is another key to success. The 
powerful volley is achieved 
by hitting the ball in mid -air, 
in the middle of the racket 
swing, while moving for- 
wards! The lob is the same 
procedure except you move 
backwards. If you hit the ball 
with what seems to be the 
wood of the racket, the shot 
will be straight, so learn to 
make contact in the middle of 
the racket. 

My final tip is - be positive 
when moving on court! 
Quick and precise move- 
ments allow shots w r hieh are 
unattainable when you stag- 
ger around like a man with 
one leg! Also T bew r are Psidncy 
in the final - he's John McEn- 
roe in disguise! 



SUCCESS 
AT SOCCER 

James Baker from Burton -on -Trent tells '64 owners his tips 
on Commodore's International Soccer 





mm 
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ON GOAL KICKS place your player on the edge of the screen, 
in front of the goalkeeper. As the ball is kicked move your man, 
keeping up with the ball. As the ball lands, your player is in a 
good position. 

" WHEN ATTACKING use the wings to shoot from. .After 
progressing down the wing, cut in diagonally at the edge of the 
penalty area towards the goal and shoot. The ball will loop into 
the goal, while the goalkeeper only responds with a straight 
jump, nowhere near the ball. 



KEVENGf: 
the secret's out' 

Jeff Miner's „ , ♦ 

*" «n then hl^g&ZZ*** come Tp £7™* 



BUGGED BURGERS 



Peter Simonds of Ely, Cambs 
reveals a safety spot in Mr 
Wimpy from Ocean for the 
Spectrum. 

From level 2 onwards , there is 
a safe place where the nasties 
cannot get you. If a nasty has 
been squashed by a part of a 



beefburger, it will, after a 
while, reappear on a ladder at 
the bottom of the screen. If all 
the nasties are alive, then you 
can go onto this ladder and 
they cannot get you. Using 
this to escape from the nasties 
for a while, I have managed to 
score 49.850. 
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ALL THOSE 




JSW POKES 



We're still getting deluged by letters containing Pokes to enable you to altcrjef Set Witty. We 
think it's time to print the best of those we've come across - hopefully this will be the las! 
word on the subject {some hope!). 



First of all a quick repeal of 
the method for debugging the 
program (we printed this in 
our July issue - it allows yon 
to visit the attic without 
rendering certain other 
rooms im penetrable. It also 
clears a route to the Con- 
servatory Roof). Load the first 
part of the program with the 
command MERGE". Slop 
the tape when the message 0 
OK,0:1 appears and enter 
CLEAR 32767: 
LOAD" "CODE 

Now restart the tape. The 
rest of the program will load, 
but it won't auto run. When it 
has loaded, enter: 

POKE 6023L0:PO KE 
42183J1POKR 

5990LS2:POKE 56876,4 

This corrected version of 
the program can be saved on 
a blank tape by entering: 

SAVE JETSET'UNE 10 
SAVEJSW'CODE 
32768,32768 

Once saved, you start the 
program with GOTO 40. 

Now for the Pokes To en- 
ter these, you simply load the 
first part of the program using 
MERGE"" as above. Then 
stop the tape and enter the 
Poke as a direct command. 
To load the rest of the prog- 
ram use RUN. 



POKE 35399.0 Gives 
you infinite lives 
POKE 37925,0 or POKE 
3H240.0 -Removes 
Maria and allows you to 
go straight to bed. 
POKE 36477,1 - Stops 
you dying after along fal I , 
POKE 36545.0 -Makes 
the Banyan tree a little 




POKE 36358,0 -Makes 
Willy jump higher. 
POKE 37873.0- You get 
all the objects in a room 



And some sillier ones . . 
POKE 37363,0 - Makes 
most objects invisible by 
turning them black or 
yellow. 

POKE 37866,0 - 
Transfers the objects to 
different locations. 
POKE 37367,0 -Objects 
don't disappear when 
you collect them. 
POKE 37868,0 - Means 
that you walk through 
objects without 
collecting In em. 
• POKE 36353,44 -Means 
that you get sucked up a 
left-hand wall, if you 
jump at it you cart jump 
higher than normaf. 
One Una] repealed lip for 
confirmed cheats by typing 
WKITETYPER when Willy is 
at the bottom of I he stairs in 
the First Landing you can 
then transport instantly to 
any room by pressi tig 
simultaneously a 
combination of numl 
1-6, together with 9 



For the Pokes additional to 
those we've already published, 
we'd like to thank jmon Rolph 
of Northampton, Chrisiophet 
Hester of Raildon and Zachary 
Ellwimd of i hn in s ter, So ttterse i . 



Safe pod in 




Upon of Hertford 
reveals the tactics which en- 
ahled him lo score 315.03(1 al 
EE a mas oil's game Gridrun - 
nerfor the Vie 20, 
The first thing in do as the 
game starts is rise vertically 
with the fire button held 
down all the time. Wail until 
tile y /apper g$es past you 
shooting up al the line on the 

I • L Ji 1 1 1 

Then move under the pod 
on the ri^ht and stay there. 
You can remain there for a 
long; time while the y /apper 
completes its round. 

As you shoot the droids 
you may need to move up and 
down, hut always stay on that 
particular line. When the 
droids go past you. stay up as 
far as possible and waich the 
left side of the screen for them 
to appear again. 
Two last tips: 

J . Try to get your Jives up to 
nine and Jeave Ihem as soon 
as possible. 

2. The best joysticks to use. 
in my opinion, are the stiff 
Com mode re ones. I do not 
recommend the larger joys- 
ticks, such as the Quickshot J 
and 2, although these area lot 
better for many other games. 



HAWKING FOR POINTS 



Jeffrey Harris of Enfield. Middlesex on the '64 game 
Bhckhawk, 

Firstly, it's preferable to use a 
Quickshot J I joystick for this 
same as you need one hand 
for the joystick a 




for the K and N buttons. 

BOMBING RUN. Hit all 
the flashing objects, for if 
missed you will have more 
enemy fighters to deal with 
later on. This also applies to 
the buildings with flags. If 
there are a lot of objects to 
bomb, but enemy fighters 
look like getting past you, 
press Blitvig - if you have it - 
as you will probably get it 
back on your nest mission. 

THE AIRPORT Press Blit- 
vig whilst bombing an airport 
if enemy fighters appear, as 
each hit is worth 2200 points. 

FIGHTER RUN. Avoid 
corners. 

My highest score is 609. 
110 which got me up to Mis- 



Spirited ghouls 

! i-i : - ' ti i ■ Vitrei fTft 



Eternity for Tronz-Am 



Aleck liverard oflligh worth 
explains how to live for ever 
on Ultimate's Ttanz-Am 

Start loading the program in 
the normal way. Hie main 
block of code is the bit that 
loads immediately after the 
has loaded. As 



soon as this main block has 
loaded, stop the tape reeorder 
and press S H I FT/BRE AK.then 
type POKK 2.5446.0: CONT 
and press KNTFR. Restart the 
tape and load Ihe rest of the 
program as normal. Infinite 
fives should now be yours! 
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SOFTWARE Basingstoke RG22 4EE 

AMAZING SOFTWARE BARGAINS BY MAIL, 100's OF TITLES AVAILABLE! 
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 



SPECTRUM 

FOOTBALL MANAGER 

CHUCKIEfGG 

JUNGLE- FEV£R 

PIMANlA 

PI-BALLED 

K1:M) 

MOON BUGGY 
SLAP DAB 

GALACTIC ABUCTOP, 
GALAXIANS 
CHESS II 
BEAR BOWFR 
MQN'KFV BIGNESS 
BIRDS & BEES 
PSVTRDfv 
POOL 

TEST MATCH 

STARRER SECRETS 

GER8Y DAY 

HANDICAP GOLF 

OMEGA RUN 

THf GREAT DETECTIVE 

THE INCREDIBLE AOVENTURF 

THE WAflLOCKSTREASURf 

OLYMPICS 

GRAND N ATI DMA! 

GLUE GLUG 

FIGHTER PILOT 

MGHT GUNNEB 

SLA HARRIER ATTACK 

JUNGLE TROUBLE 

SCUBA DIVE 

NiGHTFUGHTII 

3D SPACE WARS 

HEATHROW 

LUNATTACK 

SPLAT 

VALHALLA 

PARA& 

MUGS* 

TUTANKHAMUN 
PENGY 

CLMNAME MAT 
HAUNTED HEDGES 
LASERWARP 
TRASHMAN 
MR WIMPY 
HUNCHBACK 
ESKIMO EDDIE 
SCRABBLE 
FLIGHT S IMULATION 
3D ANT ATTACK 
BUGABOO THE FLEA 
THE SNOWMAN 

slue thunder 

MANIC MINER 
JFTSETYVILLV 

ATIC ATTACK 

SNOOKER 

PHttNIX 

.ACKSTHEBlANSTA.K 
GIANTS REVENGE 
BLACK TOWER 
HOWS THAT 
MONTY MOLE 



inc. VAT iftc V&J 



ADO If*" 1 K'h 




i.JJ 


A&F 




mm 




690 


550 




in nn 


Q An 




tJ.UU 


b.OU 


ANiRnr; 

^vi inuij 














(.OF. 

595 


rl DC 

15 




[Siit 


DDI 

9 3j 




635 


5.95 




695 


5,95 




B9S 


5.95 




7 95 


675 






4.95 


r a i 


r or: 






J. 3D 


Jt AC 
TJ 










r nc 
lira 






3.K) 








4.95 




5.96 








il DC 




535 






>- .Jh 

J J\J 


J IK 


DIGITAL 




4,95 


i u;. 

j jj j 


c at 






r jgr 


ni ihhfi i 


1- lilt. 

lift 








■'. * 






■* :p 






5.75 






495 




7 is. 


e "re 




. -n 

U» 


t» fa 


iNi^tryi ivt 


Sad 


4. SO 


. r '.1 , i ... 


1* -TO 


IT. 95 






4.3b 


•viCLDUunruc nit 






MICROMANIA 


595 


4 9S 




595 


4.96 


MICROMEGA 


595 


j ."j 




B95- 


S.JS 


MICRO GET, 


5.95 


^.J5 


NEW GENERAT ION 


5.9S 


435 


OCEAN 


B.S0 
690 


4.90 


PSSON 


h.SG 
1539 


!lo 

1300 




735 


675 


QUiCKSlLVA 


655 


595 




6 IF. 


595 




695 


bSb 


R WILCOX 


550 


4.SD 


SOFTWARE PROJECTS 


595 


4.9S 




595 


^.Bb 


ULTIMATE 


550 


4.BD 


VISIONS 




J.JTJ 


MEG ADC DO 


550 


Sjoo 


THOR 




SOB 






EJ00 


DOLLER50FT 




BOO 


WYVERN 


:50 


500 


GREMLIN 




B50 



Game 

COMMODORE H 

K0M0 S4 

SKRAM&Lf &4 

3DTIMETFIEK 

FLIGHT PATH W 

SPACt PILOT 

CVROfflON 

ZODIAC 

tCE HUNTER 

1W1N KINGDOM VALLEY 

OMEGA RUM 

DERBY DAY 

HARRIER ATTACK 

SCUBA DIVE 

BURGER TIME 

GET OFF MY GARDEN 

CHINA MINER 

ARABIAN NIGHTS 

THE BOSS 

SUPER PIPELINE 

BOZO'S MIGHT OUT 

MANIC MINER 

MISSION 1 

FNC0UNTER 

STRIP POKER 

BEACHHEAD 

MYSTIC MANSION 

FRED 

FLIP FLOP 

ASTRO CHASE 

PITFALL 

BEAMRIBER 

HERO 

decathalon 
the evil dead 

VALHALLA 

FOOTBALL MANAGER 

MON IV VKKE 

PFRCY THE POTTY PIGEON 

0ALV THOMPSON DEC 

HUNCHBACK 

AN[]R0iD2 

DARE 0£VfL0ENN(S 

SNCOKER 

REV OF MUTANT CAMELS 

HELLGATE 

SHEEP IN SPACE 

TRASHMAN 

SKYHAWK 

VIC 20 

BDND0 

SKRAMBLE 

KRAZY KONG 

BATTLEFIELD 

SLAP DAE 

DARK DUNGEONS 

DRACULA 

FLIGHT PAHI T& 

FLIGHT PATH ZERO ONE FIVE 

FALCON FIGHTER 

HELLGATE 

GOLC P L. S ■ ■ 

BENGO 

HUMPHREY 

AMIGO 

PUNCH! 

SPACE JOUST 

JET PAC 

SNOOKER 





inr VAT 


me Vflf 


■ Wi ! v. ■ . : 


7.9& 


530 






690 




r n£ 

J.!fi 


4.a> 




? 56 


5.75 




7.95 


6.75 




7.95 


6.75 




7.95 


675 






C AC 


ttijSm RVTF 

OV IJ D 1 1 L 


y.yj 


dib 




f.9b 


E.75 






5.75 


□UHREL 


£.95 


5551 




0- ,11 

635 


500 




? op 


555i 






595 




j.on 


595 




7 DO 


595 




9-96 


7.80 




5.90 


5.95 




690 


5.fE 


SOFTWARE PROJECTS 


795 


67S 


tlJi.D 


695 


h.i a 




995 


B3S 


nc '"ni n 

Kb -jULu 


995 


9.90 




935 


9.90 




935 


B.90 


QUICKSILVER 


735 


7.1 D 


STATES0FT 


695 


B.1D 




6.95 


S1D 


ACTMSIQN 


&3S 


B30 




999 


B30 




9.99 


bsh 




999 


490 


PALACE 


m 


590 


LEGEND 


1495 


13.90 


ADDICTIVE 


795 


530 


GREMLIN 


795 


63Q 




7 95 


630 


OCEAN 


7.90 


6.95 




5.90 


5*5 




590 


6.19 


VISIONS 


7 95 


630 




195 


7J0 


LLAMASDFT 


7.50 


SiS 




5D0 


4.10 




7.50 


Gtt 


QUrCKSILVER 


J.95 


6J0 




7.96 


E30 


ANIROG 


796 


6.95 




7.95 


635 




J 3a 


675 




5.95 


435 






195 



AVS 

INTERCEPTOR 
LLAMASOFT 
MR MICRO 



SOFTWARE PROJECTS 



To: DISCOUNT COMPUTER SOFTWARE PLEASE ACCEPT MY OROER FOR THE 



16 Coates C!ose r Brighton Hill, 
Basingstoke 



1 

M 

4 

^ ■• ■■■■ 



. 1 1 1 1 1 . — . . . t 

.......... * ,,, lrr .. . n y.i i,,,. ,,.„ , „ 

>i*M 




535 
6O0 
6O0 
630 
6.90 

:. 

too 

5.95 
550 



436 
596 
535 
505 
505 
505 
505 
505 
495 
4.65 
750 



■■■ ■•- * 



Make cheques payable tD Discount Compute Software 
Cheque Wo 

i i 

Please debit my 

Access No 'Signal 



,_. _.. 



SEND SAtFOH UP-TO-DATE UST OF 0LJRAMA2ENG BARGAINS 



Tricks *n Tactics 



approaches to Ultimata's xappy game for the Spectrum 








Sabre Wulf% so much fun, 
we're sure no one would want 
a Poke j'or infinite iives on it. 
You would? Oh P all nghL 
Alter all, the program has 
been around for a bit now. 




Load and automatically list 
the first part of the program 
by typing: 

MERGE'": POKE 
23756,10±IST 



You must now edit the [ine 
on screen. First press Shift 7 
to bring the cursor on screen, 
then Shift 1 to bring the line 
into editing position Now 
move the cursor (using Shift 
8) to just after the colon be- 
fore the PRINT USR state- 
ment. You then type in one of 
the following Pokes followed 
by a colon (:) and Enter. Then 
RUN to load the rest of the 
game, 

• POKE 43575,255 • For 
infinite lives, I player. 

• POKE 45520.255 -For 
infinite lives, 2 players. 

• POKE45599.255-N -To 
give yourself any number 
of J ives from 1-255. Just 
replace that number for 
N. 

• POKE41725,255 - For 
no limit on the number of 
lives you can gain. 

• POKE 44929,0 - This 
means you will at first 
find nothing in a 1 
except orchids. By 
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V Entering the Pek# far infinite li 



pressing Fire any objects 
in the room will appear. 
You can collect them by 
holding down the Fire 
key as you pass over 
them. 

Releasing this key wi El 
freeze the 'nasties' so that 
you can pass by them 



I without : rouble. 

Apparently this Poke also 
a 1 1 ows you to escape 
without collecting all 
tour pieces of the amulet. 
Thanks to hacker Jeremy Dic- 
cax of Dorchester who sent us 
the first four Pokes and feUozv- 
hacher Steve Cattet who sup- 
plied the last one. 





the non-cheat method 

We've received piles of letters offering playing tips for 
Ultimate* Sabre WW for the *8K Spectrum. Here are the 
two we think are best. 



Trevor Williams and 
Richard Padgham from 
Southampton say: 

• Always use PCG's map, 
but if you want to make your 
own, remember the screen is 
split into five parts horizon- 
taity. 

• If you are aiming to 
escape with the sin at! est per- 
centage possible, you must go 
backwards and forwards fol- 
lowing natives until youVe 
discovered which rows and 
columns parts of the amulet 
are in. (The natives turn yel- 
low and start gurghng when 
they're in line with part of the 
amulet.) 

• [f there are any danger- 
ous critters in the room above 
you, go back down and watt 
in the exit gap. You should 
stand as far right as you can, 
with your sword pointing left. 
This way the fireball cannot 
get you and if the natives 
come in you can easily re- 
pulse them with your sword. 



• When you're nearing the 
end of the top range of moun- 
tains , you will need to find a 
blue orchid. Otherwise you 
have little hope of getting 
round the corner without los- 
ing a life. 

The second letter comes 
from Martin who says, "See 
envelope for full name and 
address'. Sorry, Martin, en- 
velopes tend to get chucked 
Loved the tips, though. 

• First, how to avoid the 
Wulf itself. If you come face 
to face with this creature and 
he is in the crouching posi- 
tion, ready to pounce on you, 
remember he will not do so 
until you stop using, your 
sword . 

Allow him to follow until 
there is an entrance above 
you. Then, just when he is 
about to attack, quickly go up 
and wait for a few seconds. 
The Wulf should then have 
passed below you and you 
can go on your way. 



Remember, when the Wulf 
is after you, don't use your 
sword unless you hear a click 
which signals some nasties 
are about to appear in front of 
you. Using the sword slows 
you down. (But when you're 
not being chased by the 
Wulf, you should normally 
have it drawn at all times for 
safety's sake - Ed.) 

• If you can't be bothered 
to fight your way through 
thousands of nasties, you can 
always stop by an orchid and 
wail for it to grow. To avoid 
the fireball which appears af- 
ter a while, you can move 
onto an adjacent screen and 
back again. Better -still, if you 
can avoid the fireball for ab 
out 50 seconds, you are re- 
warded with about a 200- 
point bonus. 

9 Near t he beginn ing of the 
game there is nearly always a 
rhino blocking your path 
downwards. The quickest 
way to deal with it is to move 
towards it with sword ex- 
tended until eventually you 
have it pinned against the 
plant wall. Then you can 
quickly pass by it, still using 
your sword. 

# Finally, if you can't be 
bothered to go round the 
maze and just want to collect 
points, here's a way of getting 



them. But be warned, this 
method will bore you to 
death! 

Af ter coming out of the first 
clearing, go right instead of 
left, and you will come to a 
wall with a clearing on the 
other side. Turn your sabre 
man lo the left and continual- 
ly use his sword in order to 
turn away any hippos, rhinos 
and savages that might arrive, 

Fireballs will appear at reg- 
ular intervals in the clearing, 
but cannot get at you as you 
arc on the other side of the 
wall. Each time these dis- 
appear you will earn bonus 
points and slowly your score 
will build up. 

Finally, you should remem- 
ber that the parts of the 
amulet will he found accord- 
ing to one of a limited number 
of sequences. We published 
some of these last month, but 
lames Saunders of Primly, 
Surrey has sent us some 
more, so here's a combined 
list. 

Take PCG's map (August 
issue) and number the 
screens from 1 to 16 up the 
left hand side and from A to P 
along the bottom. This gives 
each of the 256 screens its 
own grid reference. The parts 
of the amulet should then be 
discovered in one of the fol- 
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lowi rig sequcn ccs . 
H6,C2J11,B7 
J6,D4 t Fl3>N12 
H2.D12J11J13 

L4,D12,N12,B7 

M6,N7,N14,GH 

N7 S MG,NH,G14 

B2 ) D9,EI2,N14 

B2,K8,N12,C11 
To use these t move through 
the maze looking for loca- 
tions in this order: H6-J6-H2- 
L4-M6-N7B2. Keep going 
until you discover the first 
part of the amulet. Then, by 
using the above sequences 
you will know where the re- 
maining three parts of the 
amulet can be found 



Gamesters 
win this 
hideous 
model! 

Don t forget We're trying to 
hunt down Britain s meanest 
games-player so thai we can rid 
ourselves of the appalling vivian 
currently sitting on top of our 
hardware cupboard, easting ter- 
ror upon anyone who enters the 
office. Every contributor Lo these 
pages over the last three months 
is in the running, as will be those 
who make it into our December 
and Jan uary Tricks 1 n Tactics. 

Some time early in 1985 wc 
shall be summoning the top five 
contenders to our Challenge 
Chamber for a shoot out against 
each other. The winner will have 
lo take away big VEv. So to make 
sure YOU don 1 ! get him in 
YOUR bedroom make a point of 
NOT sending us any tips on 
your favourite games. Otherwise 
... look out! 




COMMODORE COLLECTION 



Brian Don from Glasgow gives his tips on a whole 

TIME PILOT (Anirog) 

An easy way to g£t a high 
score is to stay on the first 
screen (AD 1940) and con- 
tinue shooting the squadrons 
of six bi planes - which gives 
you a 2000 bonus every time - 
and d o n ! t b other go i ng f or th e 
mothershipattheend. 

However, if this becomes 
too boring, you can go onto J 
the more difficult screens, say 
AD 1984. This screen may 
seem hard, but if you fly in all 
directions so that the screen 
fills with jets, they all move 
slower, thus making them 
easier to shooL 

PEaying the game this way f 
Fve managed 205,100, hut 
Vm sure that can easily be 
beaten. 




EXTERMINATOR (Bubble 
Etas) 

Start by going through the 
first four or five screens, 
which shouldn't be too dif- 
ficult, until you get a fairly 
long centipede. Let it come 
down to near the bottom of 
the screen , just past the 
lowest row of mushrooms. 

Shoot the end of the cen- 
tipede when it reaches four or 
five columns from the right- 
hand-side of the screen. 
When it turns, repeat this 
until you have a column of 
mushrooms (or cactii) down 
to the bottom of the screen. 

Then stop shooting the 
centipede which should now 
be trapped at the right- hand- 
side of the screen, as should 
other segments after they 
appear at the left 

You can now shoot every- 
thing else on the screen (apart 
from the spider), 1 scored 557, 
424 in a fhree-hour marathon 
lis method! 



GALAXY (Anirog) 

My highest score is 
467,740, and my advice is 
simple. Get one of your ships 
captured by the mothership 
(by going into its traction 
beam:) and free it with your 
next ship by shooting the 
mothership - giving yourself 
doublefire p o wer. 

If one of your ships is des- 
troyed, do the same again - 
unless you do not have 
another ship! This helps you 
to clear 
quicker. 



Also, shoot as many of the 
aliens as possible before they 
get into formation, especially 
on the later stages. When they 
are in formation, clear cine 
side of the group, so that you 
can go to that side when the 
aliens dive at you. 

STAR COMMANDO 

(Terminal) 

I think this is an excellent 
game with stunning 3D 
graphics and superb colour 
and sound First, find out 
where the mothership is lo- 
cated by looking at your long- 
range sensor scan and re- 
membering th e se ctor. 

Then go through five 
screens, or sectors, making 
one of (hern the sonic bom- 
bard er because few points are 
scored on this screen, and 
little energy is lost Another of 
these five screens should be 
the cosmic invaders. 

Once five screens have 
been conquered your 're- 
energising multiplier* will be 
at 2, Now go to the sector 
which contains the 
mothership and refuel. You 



can then clear \] 
the rest of the aliens. 

Use this system for the 
other galaxies : but note that 
now only four screens or sec- 
tors need to be cleared before 
you can go to the mothership. 

Here are my tips for each 
sector: 

Son ic bombard er: Just sit 
there and keep firing, only 
moving to get the sonic bom- 
bardcr into your sights. This 
saves energy. 

Cosmic invaders: Do not 
move or fire at all. Only 40 
units of energy will be lost. 

Cosmic kamikazes: Keep 
moving to the left (by pushing 
the joystick right) and shoot 
as many as possible. 

Meteor storm: Get these 
into your sights as quickly as 
possible and fire, but if you 
know you're going to miss, 
then move away quickly. 

Space minefield: Same as 
meteor storm. 

Galactic pirates: Move only 
to the right and up, This gets 
them into your sights slightly 
quicker, 

Sauconic raiders: Move 
only to the left and down 

Mothership: Keep your 
sights firmly over the sights of 
the mothership. 

My highest score for this 
game is 2,963.440, after play- 
ing for over three hours and 
reaching the II 9th screen, 
MOTOR MANIA 
(Audiogenic) 

Before loading the game 
enter and run this program: 
1DA=A+1: 
IF A=2 THEN 
POKE 8646,255: 
SYS 8000 20 
LOAD'*", 1, 1 

Now start the tape and 
when the game runs you will 
have unlimited lives. 



advice on 



1- When you takeoff from 
the earner, g 0 down riih? 
next to the sea w * $ ht 

set 2010 pomtt 

we js]a n< i - avoid ciouds 



them k n h,dc ,n 
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The king returns with a vengeance ! 
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Hove you gel what it takes to 
build your vary awn monster? 
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4B2 STONEY STANTON HD. COVENTRY CV6 5DG. TEL: COVENTRY {0203} 667556 




ARCADE ANGLE 



Bob Wade checks out the latest video games in the showrooms of distributors Huffier and Oeith 



SPACE ACE 



CYRODINE 



'HJ save you Kim my', I cried, 
flying 10 the rescue of my kid- 
napped love and promptly 
meeting a wall in a head-on 
arguement which 1 lost. 
Never mind. Jn this successor to 
the laser-disc game Dragons Lair 
you are always beautifully ani- 
mated even when you meet each 
grisly end. As Dexter the dual 
personality wimp and space hero 
yuu have to rescue Kimberley, 
your shapely companion, from 
the clutches of the evil alien Borf 
The game takes the same form 
as DL where you have to make 



TAPPER 



No, ]fs not an arcade gam* stor- 
ring Fred Astoire hut you will have 
to be light on your feet as you try to 
keep a bar full of customers served 
with drink. 

There are four bars on the screen 
with a pump at one end and p door 
al the other, impatient customers 
advance towards you and have to 
be pushed back by flippng the 
pour-'serve handle sending □ drink 
skidding down the counter, 

You can move between bars 
using the joystick and 1 collect tips- by 
running along them, H you can get 
all the people out of the doors you 
get a celebratory drink. 

If the drinkers stop short of the 
door they will return the empty 
glass which you must catch or lose a 
life as it shatters on the ground, 
Letting a thirsty customer reach 
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decisions as to what to do using a 
joystick and an energi2e/fire but- 
ton, but Space Ace gives you 
more help to conserve the coin- 
age and let new players get into 
the game. 

At most decision points, pan of 
the screen will flash indicating 
where you need to move or an 
energize message will tell you to 
whack that button. It's not made 
easy though; split second timing 
and complete concentration are 
vital 

The stunning cartoon action is 
even better than DL with much 



more smoothness and flow to it. 
When played straight through it 
knits together into a marvellous 
story with dazzling action and a 
nice sense of humour. 

There are three levels to the 
game and each one incorporates 
different scenes so that progres- 
sing from the easy to hard levels 
will open up new sections of the 
film. 

The game is better than it* 
illustrious forerunner but the fact 
that you still don't have con- 
tinuous control over your charac- 
ter will put off some players. 



This is a helicopter version of 
Xevious that is a Jot less abstract 
and has some nice features of its 
own. 

You pilot a helicopter which 
moves over a downward- 
scrolling landscape facing fron- 
tal assaults from various enemy 
craft You are armed with two 
types of dual firing cannon, 
horizontal for use against other 
airborne vehicles and down- 
ward firing for ground targets. 

Your movement is restricted . 
with left/ right banking and 
forward /reverse operating slow- 
ly. Your copter can go any- 
where on the screen though and 
the opposition arc no faster. 

You fire in your direction of 
movement but you had belter he 
careful because the occasion ail 
group of waving civilians will 
appearand blasting thcni h very 
bad for your score. 

The first wave you face are 
other helicopters followed by 
two very mean gun turrets. 
Tanks are up next and From here 
on things get really lough with 
forests, water and runways as 
the background to a constant 
attack of choppers, jets, tanks, 
guns and even the odd enemy 
concealed by trees. 



your end of the bar will result in you 
being slid unceremoniously down 
your own bar. 

You start in a 
wild west spfoon 
with first four, 
then eight, cus- 
tomers and prog- 
ress to an out- 
door ba 1 1 gome 
and even a Star 
Wars contina full 
of alien alcoholics. 
The number of 
people continues 
to increase on each 
screen and while 
your finances may 
prosper, your nerves 
and body will not. 

There is also a bonus screen 
where you have to decide which con 




of beer to open and this features 
some obvious sponsorship by a well 
known American brewery. 

The game caused quite a storm in 



the US because of its subject ond 
sponsorship and it will be interest^ 
ing to see how it is received in the 
UK 
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Storm warrior is a 12 screen, all machine code, fast moving graphics adventure 
usinq 5RK of ram it features 5 levels of play full playing demo mode and a 

fast loading system, 



Available on tape at £7.95 and disk at £9.95 
COMMODORE 64 




ADVENTUREWORLD 

The White Wizard investigates the latest releases 



SHERLOCK 






f I 



(3> (§> 




»he much ow ait ed Melbourne House 
1 «"olfy orri v ei ond 3^ 

certamly up , 0 Hobbit standards 

A number of ideas hove been added to 
Mpfo being )nefacnha , /ouw ^ moSt 
« uolly ask questions of ofher characters 

get a of -y ou tolk to Watson , ena *<> 

tfte seme way os their previous 

and could be a Abetter 
The plot , S|U5t(M( . je)(as 

predecessor and i s bound to have 
^venture lovers in knots for ages . 
Well worth the* rfof™, * ■ ■ 



MNELPOWTS 

Iqssjc adventure 



^^-»-^n,he Melbourne House 

£ ft sound, ft^^JJ™ 
same company. | n som _ w __ ,,V . ne . 
wndow (he use of IN GUSH and 
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The White Wizard was rudely 
awoken the other morning by an 
ill-mannered dwarf clutching a 
small parcel, which contained - No! It 
cannot be! J t is! The legendary Sbertoctt 
from Melbourne House has finally ar- 
rived. Drop wand, grab Spectrum, and 
here we go... 

You are in your sitting room. There is 
no graphic display because, to tell the 
truth, there aren't many graphics in the 
game - just the occasional illustration'. 
Watson is sitting in his armchair. 

You attempt to follow Watson's ex- 
ample, but the program tells you that it 
can t see a chair tor you to sit in. You 
enter armchair, your entry is accepted, 
and you settle down for a nap. 

At this point, Watson usually pipes up 
with a story bam the paper he's reading 
It appears that a couple of ladies in 
Leathern cad have been rubbed out by a 
mysterious villain and fhc police arc 
baffled. Sherlock Holmes to the rescue! 

Yes, it looks as if Melbourne House 
have done it again. Sherlock is an 
excellent adventure, bursting with 
atmosphere, challenge, and inventive- 
ness. It's extremely difficult to solve, but 
the joy of it is that there is enough scope 
within the game for the player to enjoy 
failing in his quest almost as much as 
succeeding, Take getting to Leathcrhead 
for example. To reach your destination 
you'll have to first get a cab, then a train 
- and make sure it's the right one! 
Otherwise you could end up at Alders- 
gate, Victoria, or even Paddington And 
of course, you'll have to have enough 
money to pay your fare, 

What's more, everything m the game, 
including travelling, takes just as long to 
do as it would in real Jife - and in the 
case of travelling to Leatherhead that's 
quite a time, believe me. You can 
however speed up the passage of time by 
typing WAIT or WAIT UNTIL . . . 
followed by a particular time. 

Because Sherlock is so complex, it 
takes some time to get used to. This is 
particularly the case with minor actions, 
like getting in and out of trains for 
example. The program wont under- 
stand "Get into train' or 'Board train' - 
you have to Climb into train'. You also 
have to climb into your armchair (not 
your chair, please note) 
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energetic about getting into cabs. 

Once you 've got the hang of it you can 
talk to other c ha meters, but in a more 
comprehensive fashion than in any 
other game. Not only can you toll them 
to do things, but you can also ask Ihetn 
questions about what they know, and 
even tell them tilings about the case 
you're working on if you feel the in- 
formation would be valuable to them. 
All the characters are entirely indepen- 
dent of you and play a much more active 
role in other games 

It has to be said that this degree of 
complexity has its drawbacks. All too 
often you'll ask a character to s Teli me 
about so-and-so 1 and the character will 
reply Tm afraid I can't help you with 
that\ Watson also has a strange habit of 
telling you how brilliant you are when 
you merely happen to he passing the 
time of day with him. 

One intriguing feature mentioned in 
earlier publicity by Melbourne House 
was the ability to send notes to other 
characters. This has unfortunately been 
left out of the finished program, but the. 
new methods of communication out- 
lined above arc still very impressive. 

The game cornea with a 20 page 
booklet of instructions and a train- 
timetable The vocabulary is claimed to 
be in the region of 800 words and you 
can enter complex instructions using 
commas and ful I stops up to 128 charac 
ters long. 

Yes, the White Wizard tan heartily 
recommend Sherlock, This is a complex 
adventure that will challenge you. frus- 
trate you, and reward you for long after 
you've bought it. What's more, unlike 
The HobbiL it doesn't matter a jot if 
you've read (Ik Sherlock Holmes stories 
or not. For once, here's a game that was 
really worth waiting for 

TKV 

Spectrum owners have been particu- 




• Astounding graphic* in Twin Kingdom Volley 



addition to Sherlock, Bug- Byte's Twin 
Kingdom Valley is now available for the 
Sinclair machine. Incredibly this new 
version is every bit as good as the 
Commodore original The graphics are 
astounding - considering that there are 
over 150 lull-screen illustrations (even 
MORE than on the 64), 

[f you haven t had a crack at this 
^ame, then it's a must, Interactive char- 
acters {of / lob bit standard), tricky puz- 
zles, good voeahulury and an assort- 
ment of varied challenges to keep you 
interested right through to the very end. 
The graphics draw extremely quickly, 
and there are a number of control 
options to select different location 
descriptions/illustrations. 

For those of you who don't know, 
TKV has you searching for treasure art d. 
ultimately for the Secret of Life. Dc- 
fi n i tel y not to foe missed. 

Kentilla 

Also this month for the Spectrum, a 
very impressive offering from Mic- 
ro mega ol Code Name Mat and Full 
Throttle lame. This is their first adven- 
ture, called Kent Ufa, and it is well worth 
a place on anyone's shell". 
^ Armed with the legendary sword Ken- 
tilla. you must destroy Grako and rid the 
land of evil. There are some very attrac- 
tive (though rather small} graphics, and 
you wifl be aecoi 



other charact er o n y o u r t rave Is 

Kentilla has a reasonable vocabulary, 
simple input that nevertheless stretches 
occasionally to allow interaction with 
olher characters, and a u-rv j>ool! Iccl to 
the game. You II meet some unusual 
creatures (well, their names are pretty 
unusual) and have to do quite a hit of 
s word -wieldi tig to get anywhere You'll 
also have to be very cautious because 
deat h is never very far away. It's good to 
see another company entering the 
adventure market, and Kentilla is a very 
worthwhile first attempt - come on, 



Gateway to Karos 

Meium hdc. Acon^on luive been 
busy on behalf of Reeb owners, and 
come up with Gateway to Karos This is 
a traditional text-only treasure hunt in 
which you explore the legendary land of 
Karos hunting for the Talisman which 
you must then return to your starting 
point. 

As with Ghburne's Castle (reviewed 
last issue), the size of this game makes 
up for a lot of shortcomings. There are 
250 locations to explore, not all of 
which are easily iimjipable, and visiting 
each one will take you quite a while. 

While you're roaming the country- 
side, however, you rapidly become 
aware of the program l s deficiencies. 
First, the vocabulary is extremely li- 
mited. You can t even EXAMINE ob- 
jects, let alone do anything like WAJT in 
a location. Furthermore the program 
does not tell you which word it does nl 
understand when it rejects an input. 

For the most part this is a lonely 
adventure. The few other characters 
you II come across can't leave their 
locations and have very limited roles. 
You can QUESTION a character or 
ASK simple questions and sometimes 
they II answer you, fn essence, the char- 
acters function as ocasional HELP com- 
ma hint if asked. 



Dungeon aid 

1. Okay. I'm STILL gelling letters asking 
how to get uut of the Goblin's dungeon 
in The HobbiL fonder this, unfortunate 
prisoners. (Clue Code A2) 

2. Enter these four directions to escape 
from the Experimental Curved Zone 1 in 
Hew son Consultant's Qwes* Adven- 
ture, (Clue Code H2 - nb 4 letters only) 

3. Having problems with the witch in 
Heroes of Karn?J\\h may point you in 
the right direction. (CJue Code Al) 
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Save the world 

Richard Shepherd are re- 
leasing Upper Gum tree 
for the Commodore 64 at 
£9.95. This addition to 
their range of graphic 
adventures stars Profes- 
sor Blowitovitz in a game 
where you must contend 
with Mrs Shuffle, PC 
PI odd, and a butler called 
Egoras you battle to save 
the world, 

Duelling Beebs 

Magic Software have 
come up with a novel 
game for the Beeb 
Galaxy's Edge comes in 
two parts, a standard 
text -only game and - 
wait for it - a fullv in- 



teractive two -player 
game which can be run 
on two Beebs simul- 
taneously via an RS423 
lead. £7.45 from Magic 
Software, Elm swell, Hury 



It's a tragedy 

Creative Sparks are laun- 
ching what must be the 
first Shakespearean ad- 
venture with their game 
Macbeth, The game 
comes on two fast load- 
ing cassettes and in- 
cludes a complete text of 
the play. 

There arc four inde- 
pendent adventures re- 
volving around different 
aspects of the Macbeth 



Story- plus what 
manufacturers ca 
chiatrisfs couch 1 ses- 
sions in which the player 
can interact with the 
main characters and 
attempt to unravel the 
mysteries of their various 
hangups. The game 
costs £14.95 for the 
Commodore 64, 

MTX gets to 
Level 9 

Memotech owners can 
rejoice now that Level 9 
have converted their en- 
tire range to run on the 
MTX 500/512 micros. 
Colossal Adventure, 
Adventure Quest, Dun- 
geon Adventure, Snow- 
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Adventurewarld 



The word HELP itself is not understood 
by the program. 

This isn't a bad game as Bceb adven- 
tures go. The puzzles aren't difficult but 
the game will keep you busy for a few 
hours and location descriptions are 
detailed enough to generate an atmos- 
phere ofexploralioi 

QL Games 

The White Wizard was particularly 
intrigued to receive two adventures for 
the QL recently from taJent Software. 
This machine is obviously a promising 
candidate for some impressive adven- 
ture software because of its memory and 
advanced processing capabilities, so I 
was interested to sec whether these new 
arrivals lived up to my expectations. 

West is a conversion of Talent's ex- 
isting game (reviewed in the September 
issue) and is made no more impressive 
by being on the QL. It s fast real time 
action if you can keep up with it. but 
handy 12&K blockbuster. 

Zkut is a much more promising prog- 
ram and while stili in real time is much 
more a game for hardened adventurers. 
Your task is to find the Domed City of 
an ancient dwarf civilisation in which a 
wizard has hidden the last secret of its 
people, Along the way you explore the 
mountain domain of the dwarves pick- 
ing up in/usures and trying (u find your 
ultimate goal. It is not just a matter of 
exploring, though, since there are prob- 
lems to be solved and real -time battles 
with the occasional dwarf or adventurer 
who pops up 

The ^aiiie has obviously been some 
while in production and this is demon- 
strated by the size and complexity of 
both the locations and the vocabulary. 
There are . un fo rtu n ately > no gra phics 

One original touch is the ability to 
save a message when stopping the game 
so that you can remind yourself of where 
you had got to, and how, when you 
reload it. 





owners starved of software it 
was a w elcome relief to see such a good 
adventure to start the machines soft- 
ware career. Far from behuj a rushed - 
out conversion or an inferior game it is 
an excellent adventure likely to sell well 
mid perhaps become a classic as the first 
great QL program. 

Sadly, the cost of micro drives is going 
to put a premium on QL software so 
expect to pay between £15 and £20 for 
ZkuL although the exact price has yet to 



Zim Sola Bim 

Finally a brief word about Zim Sal a 
Bim for the Commodore 64. This un- 
usual offering from Melbourne House is 
an arcade adventure where you use a 
joystick to control an animated figure 
on the screen as he wanders about a 
h o ri zo nta I ly scrolling land scape. 

When I first saw Zim Sal a Bim I was 
inclined to dismiss the program as a 
gimmick, but having played it more I'm 
not so sure. First, unlike most arcade 
adventures, there are some 



zles to be solved and the program 
generated a considerable atmosphere by 
the clever use of some excellent music. 

Playing the game you guide your 
figure from side to side and enter 
appropriate but limited instructions via 
the keyboard. Different locations have 
different tunes h all with a delicious 
oriental flavour, and although the 
graphics aren't exactly bursting at the 
seams with detail they are of a quite 
acceptable standard . 

My only complaint about ZSB was 
the way the pace of the game was 
dictated by the speed with which you 
could move the character about. Mov- 
ing from one place to another takes 
some time. However there are some very 
nice touches - enter LOOK for example 
and the figure looks ail about him before 
the program tells you what he's seen. 

I doubt whether ZSB will appeal to 
hardened traditionalists, but I expect 
that newcomers to adventuring - and 
certainly younger children - will get a 
lot out of it Melbourne House are 
planning another game along similar 
lines, so possibly the joy -stick adven- 
ture" is here to stay. 

Meanwhile it "a worth noting that Kyle 
Hodge Its, the Australian author o\ Zim 
Sala Bim, is also bringing out games in 
conjunction with inter disc (who pro- 
duced the arcade hit Hercules). We II be 
looking at one of these in the nest issue. 

The next couple of months look like 
being a gold-mine for adventurers, so 
make sure you don't miss out on De- 
cembers issue. In the meantime the 
White W r j7,ard wishes you a charmed life 
and keen blade in all your adventuring. 



5HESI.QCK 



TWIN KINGDOM VAUfy 



GATEWAY TO KAROS 



ZIMSALA 



MACHINE ATMOSPHERE CDtoPLEXlTl INTERACTION OVERALL 



SPECTRUM 4B< 



SPECTRUM 4 B< 



SPECTRUM J8K 



BBC H 



QL 



CBM64 



10 



8 



ADVENTURE NEWS 



ball and Lords of Time 
al] cost £9.90. 
Double trouble 

Games Workshop, who 
are already renowned tor 
their role-playing fantasy 
games, are moving into 
comp u ter so ft wa re . Th ei r 
first release is Tower of 
Despiar, which for £7,95 
tomes as two 48 K prog- 
rams plus a history and 
map of the realm of 
Aelandor, the kingdom 
in which the adventure 
lakes place. 

Stellar adventure 

Atom soft are at it again 
with Seventh Star, a text- 
only adventure for the 
Bceb, but with the added 



attractions of colour and 
sound. Over 130 loca- 
tions, 2 word input, in- 
teractive characters, for 
Stranded on the 
Seventh Star you must 
gather equi pme nt and rc- 
turnlo earth. 

Criminal fun 

Also tor the Beeb comes 
Raffles from Goldstar, of 
Greedy Dwarf fame. A 
disc- only game, howev- 
er, with a large vocabul- 
ary and the same com- 
plex input as in their pre- 
vious programs. Set in a 
hotel you must find the 
prototype of a new com- 
puter which is locked in 
one of the rooms. 



The PCG Helpline 



What s that we hear? Cries for 
help from locations scattered 
across the entire breadth of 
Ad venture world. Stand fast, 
adventurers, and render assist- 
ance unto those less fortunate 
than yourselves! 

Just jot down on a postcard the 
name of the game, your computer, 
your pro hi em, and of course your 
name and address. Send it to The 
White Wizard, Personal Compu- 
ter Games, 62 Oxford Street, Lon- 
don W1A2HG 



Game: Hulk Machine; Spectrum 
How can I block the outlet? Will 
give Hobbit tips in return, 
Edgar Wright, 40 South over, 




Game: 

Spectrum 
How do I get past the wasteland 
and the cliffs? 

Michael Bedworth, 3 Conway 
Crescent, Wi lien hall 



Game: Expionage 
Machine: Spectrum 
How do you blow up the tank ? 
James An till, 26 Beech wood Ave, 
Darlington DL3 7HP - also S 
Ronayne, B Turpi n Court, North 
Arbury, Cambridge CB4 2RN 

Garner Hobbit Machine: Any 
How do J get into the barrel? 

Weed on, 10 J I <edg r; ■ v u 
Gdns. Luton. Beds 

Game: Urban Upstart Machine: 
CBM 64 

What do I do idler starting up the 
engine ? Also, on Quicksilvas 



P C GAMES 115 




Adventureworld 



The PCG 




ine 



King £jf Power, what do you do at 
the picture which is out of reach 
or at the window which looks out 
to the gasworks? 

David Barmdough, 93 Weetshaw 
LancShafton, Barnsley. S72 8PZ 

Game: Aztec Tomb Adventure 

Machine; CBM 64 

How do I cross the stream? 

Joanne Sharp, 6 Upper Wood- 



Castle Machine: 
past the animal in 



Game; The 

Spectrum 
How do I gc 
the den? 
Adam Boydcn. 
Road. London Ml 3 WH 



Game; Sphinx Machine: BBC 
How do you kill the ogre or the 
dragon without the sword - and if 
you don't use the teeth to kill the 
goblins then how do you do it? 
A- bo red - wi th -S ph irix-ad ventu rc r, 
997 Union Road, Shirley, Solihull, 
West Midlands 

Game; Alchemist Machine; 
Spectrum 

Where's the lead bar? 

Stuart Anderson. 88 East mo or 

Park.HarpendenAL5 IBP 

Game: Quest Adventure 

Machine: Spectrum 
How do you open the trapdoor in 
the woodcutter's home? What do 
J need on the toll bridge? 
Jonathan Bell.. 2 The Green. 
Shaw-bury. Shrewsbury. Shrop- 



Game: Rescue 
Dread Machine; Vk 20 
How do I cross the rickety bridge 
with the heavy sword and the 
armour to fight the warrior on the 
other side? Also, on Scott Adams' 
The Count How do I get the 
dark lens out of the ceiling? 
□aniiy [ones, 4 Verney Street, 
London NW 10 DBA 

Game: Rabbit Machine; Any 
How do 1 get out of the goblin's 
dungeon and what do 1 do in the 
elven king's cellar? 
Ian Skeet, CameJot, Blue Anchor 
Bay, \1ineheadTA24 6LB 



HHP OFFERED 

Heroes of Karn: Shaun Rogers, 5 
Longfields Ave, Linns ton, Man- 
chester M31 1QP. Tel: 061 747 
4791 (say the Wizard sent you). 
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Mailbag 

The White Wizard has spent an unheal- 
thy amount of time playing Lords of 
Midnight this month, so \ could sym- 
pathise with Robert Hudson of Au elite r- 
house near Dundee- 

Tvc completed the objeel of Lords of 
Midnight, writes Robert, L but when 
Morkin captured the Ice Crown nothing 
happened and the game continued 
Could you please tell me how to destroy 
it once Morkin has it?' 

Luckily for Robert and, I suspect, 
many other readers, we've followed up 
last month's Midnight map with some 
timely hints in our Tricks'n 'Tactics sec- 
tion. To destroy the lee Crown. Robert, 
you have to either peform a particular 
task, or else simply ensure that you arc 
accompanied by a particular person or 
persons. Try asking at the Towers for 
help. 

In the meantime the White Wizard 
heartily recommends this game to 
adventurers on the Spectrum - unless 
you 1 re afraid of sleepless night, wolves, 
and dragons. 

Derek Holmes of Wallasey, writing in 
to announce his 1.024 points on Twin 
Kingdom Valley, adds that 4 1 he secret of 
life is money, in case you didn't know . 
Well Derek, at the ripe old age of 743 
the While Wizard has had plenty of time 
to ponder the importance of ready eash, 
and this realistic view of life only makes 
me appreciate the philosophy of TKV 
all the more Gavin Milne wouldn't 
agree with me. though. He wrote in 
saying that he thought the end of the 
game was a cheap trick'! Ah well, you 
can t please everyone. 

Regular readers of the Adven- 
tureworld pages will remember Pettig- 
rew's Diary a couple of months back, '] 
have finished the game and it's welt 
worth it,' writes jason Nathan of Hamp- 
stead. 'The second stage is a basic text 
adventure but with some brilliant 
touches and thousands of red alerts For 
goodness sake don't try to kill some- 
body, break things, or vandalise any- 
thing, 

The stage before the end has a beauti- 
ful graphic display and at the end a 
message is printed. It took my friend 
Julian Glover and 1 six hours to solve the 
game 1 . Sounds like quick play to me, 
jason - congratulations to both of you. 

To my astonishment, hordes of dwar- 
fish postmen arrived at the cavern this 
month with letters about the rod, the 
crystal bridge, and 'wave' in TKV. Now 
look here, boys and girls, any adventurer 
who can't work out what to do with a 
rod when he 1 ? standing beside a prc- 



liahle to 



cipiee is 
fodder. 

Kevin Fairbrother writes: 1 must say 
it s pretty easy to work out what the rod 
if for , . . There is also a clue to the use of 
the rod in the wooden cabin. If you type 
VI EW flCTU RE to get a closer look you 
can clearly see a bridge stretching over a 
canyon.' He also wonders about the 
Strong Elf . . , Maybe the Strong Elf has 
been drinking the strong beer, because 
he doesn't seem strong at all!' 

Finally many thanks to Rick Stacey 
for his map of Scarthorpe, to Robert 
Mead for his intriguing Hob bit letter, 
and to everyone else who's taken time 
and trouble to write to me. Don't forget, 
the address is c/o Personal Computer 
Games, 62 Oxford Street, London W1A 
2HG, and the White Wizard looks for- 
ward to hearing from you. 



Valhalla competition 

Entries fur the Valhalla cartoon caption 
competition practically Hooded out the PCG 
offices. Readers had to attach suitably witty 
comments to a screen shut from Legend's 
game showing a dog confronted by three 
unidentified characters. 

Although it didn't quite make the top 100, 
the judges were very much in agreement with 
Steve Bragg's entry, if anyone eke tells me 
that Sabre Wuif isn't on this paj;e and I'm in 
the wrong game. I'm gonna scream. 1 At least 
half the entries mentioned U hi mate's game, 
which was featured in the same isbuc 

Other entries ranged from something very 
rude about Give Sinclair's dog to the sublime 
'Arf! Arf! I'm a dog! 1 which would have made 
us laugh more If 100 other people hadn't 
come u p wit h th e sa me line. 

For those of you still waiting with baled 
breath to see if you've won your free copy of 
Valhalla, here's a list of the winners. Prizes 
wilt be sent dirt 



Winners 

Stephen CarneM. F.i.L-iLT. ¥ Broad hurst. lintel mcI; Dai id 
Wynne. Ekminp;hfii;i. flejer r!$van, Hull. Alan Gauh. 
hMrri£g Chapel; David Swain, Sandb^CR: IN thin, CnO$by, 
Graeme l.urring, Enmskillen; Robert bans. Edwmslowc. 

VljirL-ij* I Lj I test. MVjrutOlllKlinp^fild. t^ilt Thorh[i>n, 

May p'>k Dom ink I Ivan v\ . « M:^ i h j n . f aul RTnwn . S z i.\ i • 
ihcarpc Kftfiiiii Hassan. Rujnk:d: Suhail Malik, Hounslow , 
Christian (.logger, Guildford: Pieler FrLlwhislle. Italian. 
Richard GiHha.ni. Harpcndcn: Grahame Chidwick, Grims- 
>jv: William Amediwi*. Tooimg: Philip Sykes, Stuckport. 
Warren Maxell. Rii^in Hill: ? Wand EiretHwnod. Chris 
Woods-, DorLht-s'iT. P Brown*, Rradfurd^ H Hindi?. 
Poukon-k-Fvidp; David Hanson. Cik^Jiv: Giles Ingham. 
Sfie-ldhurEl: M Griffiths, Fuuk; Geoff Da^er. Rlackbum: 
Marl in Cote. Sw indon : H Mennie, Lt'iKnLun .liufiard, I 
Parker, CJrrrli: Vineenl tittl. Chc^m Alan Wrav, Pinner; 
Paul t uuhk. V\ : I VS.m Green. Lk-rkV^rnvli-J 
rsurdell, Buileiph. I> Hawkins. BishopMoke; Scot! Weeks. 
Whilehurth: Feler J.*wis. Bristat; R Morris, iiunsLuad: John 
Y^Sntatt, Dundee: Rarrk While, FelbiStOwe; M Down, 
ReadLnu. Robert MacMtikricti, Annan. Peter Arnold, 
Ashford. lohn Rurnham. i ] L-nTHh: |u1kn Pelmet. Rurnky; 
Chrislian Worth. Denlun. Nichols [elberl. RirmirtfJjaBj; 
Mjii|h«w ^cP'h^rion. Carmarthen: llkka KuuiHmaki, 
iand: R Theobald, Seasc:ik. Andrew Itntchell. t't>rshisn - . 
Ktthard Hare. Muiidburah: Ian Fletcher, H i IJEn £<f nrc: 
David O'Callaghiin. Syulriiintp-H^, Caspian Richards. 
^LT^nroit-r: (Jivil Collins, York Derek Hutchinson. Wall- 
S*nd, David Shawytr, W~d)ln|poVc>; MarK Ettle, Dundve: 
[ulian Wake, Swahliftfl; Andrew Green, Su'Jndun; David 
Bradiley, Manchester Daniel BrOtklehttH), Hyde: Simon 
I on l-v I it ^! t J V hi hp K iL-h if An. Curl iii 1:1 C lenn 1 Ivu^h, 
Smki.-i>n Tren-: I red Yuwng. D-.\ n fhillip Bicnall. 
Ipiiwich: PTorptJ, TiniLiiham. Michael Smifh. HuLKir^ 
field: Stephen Walson, MortharrtfKlOiJ- Andrew kparnty. 
Ctie^dtc-: Anthony Fitfcell, Gffl3a3m.i])^; Pa*il Beard 
lej-. A>isla|r McDowall, Croydon. Stephen Beech, Mitk- 
leaver: Colin Worth BtHvdk: Scephen Chatwin, Hjrniii^- 
ham. Nicholas Howlett, Suuth:-eLi: A Unsworth. RnJron: 
Dam i an Hirsl, Ikirn Kk: Sluarl W^rd, PudY.c\ Karl Thor- 
odd Sen, Iceland; Paul Mtw, Neivfwrt: Wtl I i a Ralfrj-. 
S^atford-upun-AviMi: Tony Sfcad. Mnrthallcrlon: F*ter 
Brady, Dublin; David Kmft, tdinburuk [>*v!d Twell, 
.Snalding: Paul Buck. Tuitt-nhjini: H WilJJirtis., Trnwbndj 
John Kobden. PfedhjU Naliii Sharma, Wall 
I i'lL . Abertilleri". David Traod, LtighlOU r 
Simmon*, PtMLTbOrou^h. 



116 PC GAMES 



NOVEMBER 1984 



Argus Ta pe Marpginfrg 

add a new dimension to 
your micro. — 



Play one of these exciting 
bi-monthly Argus tape magazines 
and you'll see why they're Britain's 
biggest seller. Each issue gives you 
a variety of excitincj and challenging 
games to play, reviews of other 
newly released software plus 
valuable utilities enabling you to 
write your own programs and 
games. 

Stretch your imagination and skills 
with Argus tape magazines - 
available every other month from 
WH Smith, Menzies and other 
leading stores. 

■You'll see them advertised 
on TV from September 

■ There's already a big 
demand, so make sure you 
get your tape magazine 
today! 

Argus Tape Magazines produced by 

ARGUS PRESS SOFTWARE 

1 Golden Square, London W1R 3AB 
Telephone: 01 437 0626 






« "w?^^^^ of 



• UTHniEs 



I SifciK Pre™ 



Tor Spectrum, Commodore 64, BSC, 
Vte, Atari (and from October CPC 464). 





THE GREAT 
COMPUTER GAMES 

. PACK 

&-~**-rrr-& COMMODORE M 




Ate , 



^6 



^ ARCADIA $ PEDRO $ COSMIC CRUISER 
4 B.C. BILL 0 INVADERS <>30 JUMPIN JACK 

48K SPECTRUM 

O COSMIC CRUISER *> B.C, BILL 4* PEDRO 
OZZOOM 0 ZIP ZAP O ALCHEMIST 

48K SPECTRUM 

^> AflCADW 4+AHDIDOUMS k> MOLAR MAUL <► JUMPSNG JACK 

COMMODORE VIC 20 

4> WACKY WAITERS *+ ARCADIA CATCHA SNATCHA 
<> BEWITCHED 0 3D JUMPIN JACK O INVADERS 



Great Games in 4 Different Packs from 



Wyt Mortem of 



Long ago. an limes passed beyond 
remembrance. Solon the Mas!er 
Wizard and wearer of the Secret 
CI i >ak lost the 13 Stars of Power. 
The grasping Vileroth believed the 
Stars to be the < wly source of Solon's 
expert wizardry. But unbeknownst 
to Vileroth. it was the Secret Cloak 
that controlled the Stars and 
protected the wearer from their 
awesome power. Unable to master 
the Stars. Vileroth was undone. 

In his final days, as Vferoth's strength 
slipped from htm. he concealed the 
13 Siars of Power within the Castle 
of Clay-morgue. determined that no 
one save he should possess them 
Solon, learning of Vileroths 
destruction, dispatched his faithful 
young apprentice Bean wick to 
retrieve the Stars. 

"Tread carefully, 0 Beanwick! 
Would lhal [ could assume this quest 
myself, but aias, I can only send with 
ymi these few spells. Claymorgue 
Castle harbours further spells* but 
beware - oifie unskilled In lite magical 
arts cannot' predict lhesr outcome " 




$yidventur& 

r INTERNATION A L® 

119. JOHN BRIGHT StftEET, BIRMINGHAM Bl 1 Bf 

Telephone; 021-643 5102 



YOU MAEVELLED AT BKACH-HEAD... 1 
/ACCESS PRESENT THEIR LATEST MASTERPIECE : 








■ 



SOHftF If 



The Soviets 
launch a nuclear 
strike against major 
cities in the United 
St ates and Canada. 
With our own 
nuclear arsenal 
dismantled, in 
accordance with the 
Salt IV Arms 
Agreement, the 

Soviets believe their treachery will lead to 
total world domination. Our only hope is our 
space station equipped with stealth 
bombers , which can fly undetected in Soviet 

airspace. 

As squadron leader, you must lead your 
commandos on a virtual suicide mission, 

knock out the Soviet launch sites, and then L. 
proceed into the city of Moscow. Armed with onty the 
weapons you can carry, you must seek and destroy the 

et defence centre to stop the attack J Top multi- 
screen action! 




Mil HP I H 





U.S. Gold is stocked by alt leading 
computer stores including: 
BOOTS WH SMJTH JOHN MENZIES 
WILDINGS WOOLWORTH 




Dealers ! For information on how to become a U.S. Gold Stockist write to: CentreSoft, Unit 10 T 
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 3020, Telex: 337268. 
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Fireballs, custard pies and conveyor bells galore 



■pwu Matthews - Higgs and JdJe - 
I confronted the hairy monster h mi- 
ni self in this month's heroic Chal- 
lenge Chamber. The game was Killer 
Gorilla, Micro Power's excellent Donk- 
ey Kong clone on the BBC. The task - to 
save the pretty blonde heiress from the 
ape's hirsute clutches 

The men brave enough to do it are 
both lb-year-old games-freaks. Higgs. 
from Hem el Hempstead, got his RRC at 
Christmas after owning a Spectrum for 
two years He bought St because it s the 
best computer on the market' a senti- 
ment Idle, from 
heartily endorsed. 

Incredible 

The two gamesters are both fans of 
Zalaga and Chuckie Egg, having clock- 
ed up big scores on these games. Idle 
also enjoys Fortress, PCG's June Game 
of the Month, but Higgs disagreed: 1 
don't rate it very highly/ he said. 

On Killer Gorilla Idle had a high 
score of 79,900 while Higgs had reached 




ivc levt 

C title 

Killer Gorilla is a platform 
excellence. On each of the four screens 
Kong is at the top with his captured 
en Lie. You hijvt? to work your way up the 
girders avoiding the barrels which rain 
and roll down, and also keeping an eye 
out for nasty fireballs. On other screens 
there are hostile custard pies on con- 
veyor belts, disappearing ladders, boun- 
cing girders and a tricky series of lifts. 

The contest began, and continued, in 
eerie silence: both players had turned off 
the sound because it was too annoying 1 . 
The Master himself is partial to a bit of 
noise, but he's an accor 
so silence reigned. 

Bonked 

Off they went to bag themselves an 
ape. Even before you could say "King 
Kong' they had their little fellows up to 
the top Of the first screen, having bonk- 
a few fireballs on the way for bonus 



In a mere two minutes Idle had 
knocked out the supports from Kong's 
girders on the final screen, completing 
level 1 with a score of 17,500. Moments 
Jater Higgs, too, finished this I eve J - with 
a score of 20,000 

Flattened 

Everything seemed set for huge scores 
in this first of three contests. But then 
things started to go horribly wrong. Idle 
winced as he was flattened by a custard 
pie. Higgs sighed as he got stuck on a 
vanishing ladder. On the final stage of 
level 2 idle saw- his remaining men 
rapidly disappear to leave him with a 
score of 34,900 - less than half his best 

Higgs, though, seemed to be going 
strong. He got on to level 3 with 38,000 
and looked set for a whopper of a score. 
But it was not to be, as his lives too gave 
out with frightening speed, leaving him 
w ith a total of 42.800. 

Horror 

The second contest was a story of 
utterly contrasting fortunes, idles 
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Agony and Higgs s Ecstasy. Within five 
minutes Idle was down, oul and de- 
spondent with a paltry 15,400 points. As 
he shook his head in horror searching 
questions were being askod about his 
credentials. 

Higgs. though, was playing a blinder, 
nimbly skipping up girders and onto 
lifts, bonking fireballs here and vaulting 
custard pies there, 



Five minutes play found him on level 
3 with a score of 33.400. Two minutes 
later he was up to 46, SOD and still had 
lives to spare. But the final stage of level 
3 was his Waterloo. He just couldn't get 
past the rampant fireballs to undo 
Kong's girders. ttul his final score - 
66, 100 -was looking un bea tabic . 

Thrilling 

The final eon diet was as thrilling a 
Challenge Chamber as the Master has 
ever witnessed. 

Could Idle bounce back from the 
depths and prevent total humiliation? 
Did he have the guts to pull off a famous 
victory? Was Higgs on a winning streak 
that would take his seore to regions 
where no score had gone before? Could 
the Chamber Master continue to over- 
write in this atrocious manner? Yes and 
no. 

Ten minutes of play found Idle on 
50,000, Higgs lagging behind on 20,500. 
Idle was going so smoothly it looked as 
i f he m igh t - j u st m i gh t pull it off. After 
eight minutes Idle had passed 50,000. 
with Higgs now just behind on 42.000. 

Re morse I ess 

Then, with the day's high score almost 
in his grasp. Idle s dream became a 




nightmare. With lives in hand and 
57.000 clocked up, he lost one, two, 
three men on the final stage of level 3. It 
was all over. 

Rut not for Higgs. He carried on in his 
calm and remorseless style until the 
custard pies did for two of his lives. With 
one man left he made a desperate bid for 
the top - but got stranded up a dis- 



was com 



The scores to beat 



3D ANT ATTACK (Spettrum ) 

+ 54.422 Michael Dyer. Chebnsforct 

* 49.3^5 Diana Thcodosiou. Canterbury 

* 4 4.. 1 30 Paul H art, Aberdeen si) i re 



ARABIAN NIGHTS (CBM 64] 

+ 4,350 Gary CJements. Rainham 



BEACH-HEAD (CBM 64) 

* 7 01280 Matt hew Smith. Wi ckford ( Essex 
+ 605,000 W. Potchell. Corsham. Wilts 
+ 546,000 Jason Latif. iWip. Middx 



CODE NAME MAT (Spectrum) 

+ 1,080 Marcus Honeywell. Boumemou&h 
+ 476 Richard Boniface, Dunfermline 
* 435 | (ma than Due 
Scotland 



BONGO (Vic 20) 

* 2.152,000 Alai stair 1 4 ndsay, Abe rdeen 

* 2,000,000 Sieve Bel L Barking 

* 1 . 23 9,000 Ri eh a rd Wh it iin$ton. kead i ng 



CAESAR THE CAT (BBC) 

+ 12H,837 Chris BvrnL. G tout l'sllt 



CHINA MINER (CBM 64) 

*8J00 Robert Ireland, Prestatyn 
*4 T 100 Andrew BeastaJl, War ley 



CHINESE JUGGLER (CBM 64) 

* 16B.044 Thomas Pi k he rs. Church 
Langton. l^eics 



DEATHCHASE (Spectrum) 

* 418.479 Mark luhnsttm, Arhrualh 

* 285,898 Mark Errington. SianJey. Co. 

Durham 

* 252,1 13 John Dunne. Slrcatbam, London 



DECATHLON (CBM 64) 

★ 11,002 Steven flooth, Foulridge 

★ 10,145 Scott McBride, Crieff, Perthshire 



FORBIDDEN FOREST (CBM 64) 

* ] S 01J .088 Stephen Campbell, Dumfries 

* 841.401 David Man in. Ram sgate 

* 602,450 Jonathan Kenny. Tbetford. 



LUNAR JETMAN (Spectrum) 

* 3«2,520 john til lot, Falkirk 

* 3 H 870 Nit hobs booth , Clevedon , A v pi ) 
+ 203.810 David Martin. Rains^ate 



REVENGE OF THE MUTANT 
CAMELS (CBM 64) 

* 2,600,120 Andrew Jones. Prestatyn 

* 2,287,000 Tom Burton .Saxmund ham 
+ 2,25 1 .4 54 N" L>rht- rt G rey . D u hi i n 

SHEEP IN SPACE (CBM 64) 

* 1 ,240 . 000 Tom B u rto ft, Sax ni u n dh a m 

* 97 1 .375 Tim Appleyard. Stockport 

* 854.0 1 9 Darren I i a wi horn ; Tad I ey . 



SABRE WU LF (Spectrum) 

7rnim. 29 sees. (50%) Mark Hibbet, 



FRAK! (BBC) 

+ 69 .4 50 Simon Se heverJ c . I i arl 0 w , Bssex 



CHUCKIE EGG (BBC) 

★ 5,100,360 Bine&h Paid, Wrexham 
+ 3,074.080 Ian Cook, Brain tree, Essex 
+ 1.583.370 Sandy Rough. Aberdeen 



CHUCKIE EGG (Dragon) 

* 5, 100.360 Paul Rivers. Oxford 

+ 270.375 David Bettis, Ftneh ley, London 

■* 251.030 Da v id Bran t . St An stelt 



CHUCKIE EGG (Spectrum) 

* 10,338 h 550 Richard Maziaferri, Aberdeen 

* 8 h 079,540 Steven Taylor, Warrington 
+ 6,604,470 Raymond Graham, 

Birkenhead 
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GRIDRUNNER (Vic 20) 

* 542,420 Steven BelL Barking 

* 330,970 Steven Blunt. Famborough 

* 328,570 Tim Wan. Bark iiiK 



HUNCHBACK (Spectrum) 

* 8,692,100 Henry Featherstone r Prestatyn 

* 5.281,000 Raymond McCormack, 

Kirkcaldy, Fife 

* 5, L 65 ,600 David Ritchie, Glasgow 



JAMMIN' (CBM 64) 

+ 488.870 Cameron Hessth. Norwich 
* 42 1 . 5 70 Pier tu tgt Ccru Eli . Lon don 



7mins. 30 sees, (61 % ) Trevor Sinkinson, 

Boroughbridge . Yorks 



TRASH WAN (Spectrum) 

* 18.652 Darron Moore. Eneter 



MUSHROOM MANIA (Oric) 

* 375, 184 Chris Swift, Bradford 



KILLER GORILLA (BBC) 

* 84.300 Matthew Hij^a. He met Hempstead 

* 79,900 Matthew J die, Marxian dsea, Rsses 
+ 68,200 R< i ben M ( ) r^a n . Lo nd on Fsse k 



LOCO (CBM 64) 

* 450,300 Luke Patterson. Stamford, Lines 

* 108300 Peter McCarthy. Wigan 

* 108,200 Mark Will [son. Biggin H 11 1. Kent 



SNAPPER (BBC) 

■* 262,810 Ian Cook, Rraintree. Essex 
+ 174,260 David Birkby. London 
| + 145.350 R. Brown, Bridgford. Notts. 

ZALAGA (BBC) 

# 1,829.870 Neil Hopkins. Lanark 

* 1 ,229 ,460 Geoff Sea t . Thevdo n Bo i s . 



FORTY NINER(ZXBl) 

+ 48.906 Matthew Gearing, Wrmgton h Avon 
* 19,283 Calvin Hemmings, Glasgow 
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Challenge Chamber 




ing about with user ports. Others might 
find our Tricks n Tactics pokes a trifle 
easier. The Master still 
man, or bird, needs help. 

The Great Egg Race 



sumed by a passing fireball on .-57.300 congratulations also go to to Matthew 

points. Idle who staged a great comeback and 

Victory, then, to Matthew Higgs-and helped to make Higgss success all the 

well he deserved it. But the Master's more glorious 

The Master's mailbag 



NOW HERE'S an intriguing entry. Ian 
Copelin of Ferndovvn in Dorset filled in 
his name, address and even included a 
tip for Mans on the Commodore 64. 
But the space for the score is COM- 
PLETELY BLANK! The Master is bo 
mused Come clean Ian, and tell us how 
you fared. 

Some of the Master s younger min- 
ions are wandering round in woollen 
hats and scarves and have taken to 
wearing heavy footwear which they call 
l bower boots'. It all seems to mean that 
the football season has started, which 
may explain why a couple of letters on 
Commodore's international Soccer 
have arrived, 

David Fcarn of Huntley in G I oue es- 
ters hire has beaten the computer 6-0 on 
level 9 and adds Tve never lost to a 
human being'. Yes, but have you actual 
ly played one David? 

The other letter is reprinted here and 
contains a very interesting suggestion. 
The Chamber Master and his slaves arc 
giving it lengthy and serious considera- 
tion, 

Keep those letters pouring in Sane or 
loony, it doesn't matter because the 
Master loves them all. He's an avid 
reader. Let's have some more entries for 
the neglected games in the high -score 
charts - there's nothing to be ashamed 
of i n p tayi rig Ch i na M iner o r bra k 1 i ) r i n 

' OK - I'll dare the 

Name 



owning a Vic -20, so let's hear from some 
Bongo players too. 

Mad genius 

Dear Chamber Master, 

Thanks for calling me a loony! Ll was 
ail my girlfriend's parents needed to 
lock me up for the rest of the summer 
holiday!! 

As for my instructions, the stuff for 
Revenge was the easiest! LISTEN my 
excited friend, listen closely. Once the 
game is running, and that snazzy tune is 
playing, press the reset key, or short-out 
pins 1 and 3 on the user port. This will 
reset the beloved, dear and hard- 
working '64. Now, here is the hard part. Dear Chamher Master and Slaves, 



Dear Chamber Master and Apprentices, 
Thanks! Thanks! Thanks! and more 
gratitude for printing my name in the 
Chuckie £gg Top 3 battle! ! ! 

Yes, it's really hotting up now and 
with my new "Up till 4 a.m. score* of 
6, 604,470. I should be in there at 2nd 
rom top. Ill soon be ready to topple 
Richard Mazzaferri from his envious 
position (well, as soon as I have got 
some sleep) and be the No 1 Chuckie 
player. And when I'm there nothing will 
move from that spot. Well, thanks again 
Chamber Master and thanks to Richard 
Mazzaferri (I don 1 ! km:™ how he doun 
it) for giving me some competition. I 
won't mention any tips as I'm sure he's 
said them all GrovclEing for some soft- 
ware I suppose. 
Yours chuck National ly, 
Raymond N Graham, Birkenhead 
Poor Raymond. You double your score 
in the space of a month. You practice 
for hours. You slay at the game till 4 
am. You expect to be no. 2. You open 
the mag, and what do you find** You re 
still no 3, because Stephen Taylor has 
squeezed in with 8 million. 

ft must be very disheartening for 
you. But - nil desperandum, if at first 
you don't succeed, Rome wasn't built 
in a day etc. The Master looks forward 
to your next progress report. 

Knockout idea 



Type in the following, character for 
character EXACTLY. 

POKli 3 584 1 r 2 J4 H LIU KM 

POKl- 3 5842, 1 «>9 RE.TU R N 

POKE 35843,254 RETURN 

SYS 34800 HETURJN 

The game should now be running, 
and if you try playing it, you will find you 
can 1 ! die!! Good eh?? 

If you decide to mention this, please 
say Are you READY?' to Kinder, The 
Kentish Hackers and T. J Hacker 
Thanks Mr C M 
Beat wishes, 
The Vulture. 

A small hole in Strathcfyde, Scotland 

Interesting for those who like muck- 



I 

[Address 

! 



- - ' 




Having just bought a copy of interna- 
tional Soccer for the 64. we had a great 
idea. Instead of having just two people 
to battle it out in the Chamber, why not 
have 32 ? 

By that we mean The First interna- 
tional Soccer Knockout Champion- 
ship". In the first round there would be 
32 competitors and they would go 
through quarter-finals and the semis 
before reaching the Grand Final. 

We think this w ould be good fun, and 
there are already three volunteers (onlv 
29 to go...). 

Jason Fletcher, Bernard Baker, Reg 
I ithgoe (the fab three). Dorking, Sur- 
rey. 

lo be filled in by witness) 

JJU , L1J , i 



jsible) 



' " -■. T 







Telephone no. 

Occupation 

t confirm thai the above claimed score is genuine. 



Game 

My score is 




Machine 

scored on (date) 



J 



Post this form to Challenge Chamber, Personal Computer 
Games, Evelyn House, 62 Oxford Street, London WlA 
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BAG 



Your favourite bell ringer, 
the all-conquering Quasimodo? 

leaps back into action 
on another breathtaking 
epic with Esmerelda! 

Another superb 
Ocean extravanganza! 



Ocean House 
6 Central Street 
Manchester M2 5NS 
Tel 061 832 6633 



Ocean Software is available from selected bodies ai WOQLWORTH \\ ] \ NM I J H /, 



L ^ LASKYS Rumbelows 



Spectrum Shops arid ail good software dealers. Trade enquiries welcome. 



AQO%M/ c 



6^! 



50^ 



-^^^r QUALITY ARCADE ACTION GAMES FOR THE ^^^ mr - 

COMMODORE 64^£7.95^ 




QfflJDOOIIS 

The earth is being 
invaded by an alien 
force, the GALAXIONS have 
arrived from a dying planet determined 
to destroy civilization as we know if. 

They come in formation, swooping and 
diving towards the planet earth. You and 
you alone can save mankind from the 
terrifying destruction the aliens threaten 




us with 



A fantastic version 
of this popular 
arcade game 



In days of old when 
knights were bold and 
the sheriff was in power, 
to play this game guide Robin Hood, 
to Marian locked up in the tower. 





eeZZzz 



When teddy to the picnic went 
there came the smell of honey. 
So oft he went to find the 
hive to fill his empty tummy 
The bees that guard honey 
pots are sharpening up 
their stings as teddy fills his 
empty turn sweet melody* 
he sings ^ 




Guide Thomas the cat 
along the 13 walls of SOLAR 
street to his fady friend, 
awaits him on the end 
wall, but beware of 
the flying boots, 
bottles and mops, which are 
just a few of the hazards you will encounter 

f Guide Boris up the ladders, to collect a coin 
from the top of the screen, but beware! the 
bogy men are out to get you. He must return 
to the bottom of the screen, avoiding the 
bogy men and insert the coin in the electric 

meter The lights will 
come on enabling you 
to see the pitch fork, and 
after retrieving it. kill the 
bogy men. 



UNEXPANDED VIC 20 
St/tcr&etW £5 • 00 mtU £5 • 00 

§*amhlet £5-00 QRLflXIOnS £5-00 

GUNPIOHT £5'00 

WTERDX5 £5 00 ^^£6 00 
8 & J6K EXPANDED VIC 20 

£7.95 




All our games are available mail order P&P included 
from the above address. Orders sent by return post. 
Also available from all good computer shops. 

TJisltibuMoa PC S Oorwen CENTRE SOfT Wesl MiOland*. TIGER CneJMKe. LIGHTNING London, lEiSURESGFT Northampton^ 
Rfl COMPUTER GAMES Sorrotey. FIVE 0 SOFTWARE East HtVlilMJ. COMPUTER WOfiLG UK Bourn 
FERR ANTI 9i CRAIG LTD WIHshlrS, VtCSOfT Slough. DRAKE D<Sl&l&UTiON Plymourh 
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SUM »- FAST LOADING TIME jZ^ 

fjf commodore CTT 
B.B.C, MICRO 




A FANTASTIC NEW PROGRAM 
FROM BRITAIN'S LEADING SOFTWARE HOUSE! 

Fly the bee around 
the grid avoiding the toadstools. 
Spin the turnstiles to evade the spiders, ar 
coax them into the fireballs, Collect all the 
pollen to slide back the exit doors to advance to the 

next insect ridden level. 
£6,95 (BBC version £7.95 \ 

Commodore Disk price £9.95 




0 

If? 



* / 



COMMODORE 64 VERSION 
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MICRO POWER LTD 
NOR7HWOOD HOUSE. NORTH STREET 
LEEDS LS7 2AATEL (D532| 4BBS00 

SELECTlUf BR^ChEfi 0F BCK ,| K ca _ 0 p, 
>A?lfcy w H SiAfllTH. WuOLrtOPUHS; ASD A 

GOOD- 0EA1ERS 
AUTHOR S r W6 PAY 20* ROYALTIES' 



The situation after move 5 intai 



to 



Stung 
astrous 



fury by last month's dis- 
defeats, the Dominion 
struck back this month with a vengeance. 

In a furious two-pronged attack on 
Olgrish. Dominion armies poured over 
the borders from neighbouring Is k rand 
and Lorilon to rob the Commune of the 
country they had only recently occu- 
pied. 29 Commune armies were wiped 
out to a man, and the Dominion, raised 
their flag in the capita] of Qlgrish having 
lost only eight armies in the attack. 

Commune commanders were dis- 
mayed at the result, having reinforced 
Olgrish with troops frcm both Rorgtia 
and Aberstrof, but the massive 
it of 61 Dominion armies was 



THE FINAL 





Union expansion in the 



bulwark \ 
North, 

Anyone joining the game now can 
look forward to a real challenge of skills 
over the next couple of months as cath 
power attempts to outmanoeuvre the 
others. Old hands wjlf already know the 
excitement of seeing history unfold be- 
fore their very eyes, and new hands have 
just as much chance to change it. 

This month's moves 

The following orders were carried out by 
each country, as decided by your votes. 

DOMINION 

Iskrand AD, forlon RL, Lorilon AD, 



DOMINION 



month controlling more countries than 
any other power, this month also saw 
the Commune forced out of Himonia in 
the Nurth-Uok-m Proving Com- 
mune war- lords seem to have foreseen 
this loss, however, and sensibly with- 
drew their forces 



gonia. 

Himonia reverts to neutral status, 
having been devastated by the missile 
attack from Upland. Its future remains 
unclear but it is of obvious strategic 




Commune and the Federation. 

Meanwhile the Union continues its 
inexorable expansion, overrunning Far- 
grim in the North and building up 
reserves in Charg. And a well-timed 
reinforcement of Dweria prevented a 
Federation breakthrough from Norland. 

There's some very careful tactical 
planning now in evidence amongst the 
players participating in the game. The 
reinforcement of V'indrish by Zorg, for 
cvmiplc. although at first sighl Iricxplic- 
in fact provides a much -needed 



Kncphet RV, Norland AD, Upland LH, 
Vindrish RF\ ZorgRV, Fargrim BA 

COMMUNE 

Ror gonia BA. Calyria LF, Droom LF, 
Elmet AF S Himonia RB ; 




Fugrosh RC. Quithlin SP. Tigron AF, 
Warrish RD, Yinkan RD, Charg BA, 
Dweria BA 



The Final Conflict 



WAK-LOR PS These heroic people submitted the be si vot&t. Their voting strength will go up by the number of volci in brockets. 



DOMINION Gyrdon West. WalsaJl 
(3001: ChmtosihttT TtiLlsiuad. Crim&by 
(I0O)l RB Williams, Crankigri (100); 
David Young, RcEiconsfidd (10Q); B 
WWher, Carlisle (100); Eric fiurchell, 
Eatthoiirnc flUG); Gary Lee*, LwtOn 
(100); Nigel BeJL Stocklnn-on-Tecs 
(100); Pi*ul Mollrieaus, Norm&nton- 
on-the-Wold {100); R A Evans, Kan- 
worth <100>; D George, Welling (100); 
Andy laylor. Sittinghournt (100); 
PaulCowfey, Preston (100), 



FEDERATION David Rooke, Wol- 
verhampton (100): Mark Hopkins, 
Reddilch (90 1: Louise Gcmgh, Chip- 
penham (SO); Warren Taylor, S fin- 
rtnett (70); Pan! Kernachan. Glasgow 
{60); H fudd. Ipswich {60); Tracey 
West. Walsall (40); Stuart Doxey. Welf- 
mg (30): Mark Wvggs. Trimdon Sta- 
tion (20): Adrian Brawn. Nottingham 
'20J; PA Legg. Sudbury (2ET). 



On the far-off planet of HeJix, lour superpowers are at war: 
The Union of Gokthic Stales 
The Rorkian Federation 
The Commune of Margrand 
The LorkonitU Dominion 

Each of the four powers controls a certain number of the planet 
Helix's 32 countries. Their aim L» to capture more territory, and any 
power which manages to gain control over more than hair of the 
planet (i.e. 1 7 countries) wins the game. 

PCG readers playing the game are allocated to a superpower. 
They must then decide how each of the countries controlled by 
their power should move and vote accordingly. The possible moves 
are; 

BUILD ARMIES 
BUILD MISSILES 
BUILD SHELTERS 
BUILD FACTORIES 
SUPPLY (an other country) 
REINFORCE (a neighbouring country) 
LAUNCH { mis&iles) 
ATTACK (using armies) 

After the votes have Wen counted by the computer the moves 
which received the most votes are acted on. Once ali four powers' 
moves for each country have been worked out, the computer uses 
the game 1 s detailed rules to oaJ cu late th e result . 

Most exciting of all, however, is the election of the war lords. 
Each month the computer will nominate those players from each 
superpower who suggested the most effective policies, War Lords, 
witJ have their names printed in the magazine and, most imp? 
ly ? will havethr- 



LOOKI 

The man : s another Genghis Khan' R R Williams of Cranleigh has 
done it again, raising his voting power to an awesome 31 1 votes. If 
you're out there, Mr Williams, how about writing in to us and 
giving readers yourlowdown on interplanetary politics? 

Good to see Gordon West from Walsall in amongst the 
Dominion warlords - another member of his family, Mark, is 
already a warlord for the Federation. Tough luck. Mark - you 
missed another nomination this month by only a hairsbreadth. 

The Federation obviously believes in equal rights for women 
because both Louise Gimgh and Traeey West are featured pa this 
month's Roll of Honour, Watt a minute - Traccy West?? Surely 
not related to the Wests mentioned above? Indeed she is. so that 
means anyone living in Walsall had better look to their laurels, 
because this West family obviously means business. 

Stefan Lipicc flics the flag for the Commune this month, and 
n o w wiel ds a very respectable 2 1 & votes. 

Finally, the Union showed initiative by promoting a number of 
warlords for the first time, although leader Alan Ten nant has been 
nominated before. He distinguished himself this month by getting 
a poi nts sco re far i n excess of anyone else . 



VOTES HOTLINE 

Some players are experiencing 
difficulty getting their votes to the 
PCG offices before the deadline. 
To assist you. we have Installed a 
Votes Hotline so that you may 
now, as a last resort, send in your 
votes over the phone. 

Dial 01-636 5911 at any lime 
and speak when requested. In 
order to make certain that your 
vote is correctly processed, you 
must do two things. First, be sore 



to incJude your name, address, 
and code number. Secondly, 
make certain that you 'speak 
clearly and SPELL out your votes 
to avoid confusion. 

Remember using the Hotline is 
a last resort. Telephone lines are 
sometimes of poor quality and 
your message may not be clearly 
received. 

The best way to vote is still to 



COMMUNE Stefen Lipiec. London 
(100); Donald McGowan. Dundee 
(90); km Covle. Dundee [80): Peter 
Lewis, Stoke "Clifford f7fl); Jeffrey Har- 
ris. Lnfield (60); Graeme Htwson 
Wall-send (50); Ian rainier. Burton 
on -Trent (50); Mark Graysmark. 
Crawley (30); Michael Pickering. Hull 
(20): J M Johnson, Kings Lynn (10). 




UNION Alan Ten nam, Glasgow 
(100); Alan White, Kirk by (90): Bruce 
Robertson. Lylham St Annes (90); 
Gregar Gdchnst, Ravensihnrpc (90); 
David Hobson, London (90); Barry 
Rrierley, Black pool (90); Mark Wi Io- 
nian, flu firm-on -Item (90); Paul 
Arundel. Daventrv (30); William 
Burd, London (20); Richard Eyre. 
Shewmeld (20); M Lynskcy, Rugby 
(20). 



i 



• Final Conflict - How to vote 

First of all write down the list of countries (IN ALPHABETIC- f 
AL ORDER) that your power controls. Different superpowers j 
control different numbers of countries, so some of you will not ' 
need to fill in all the li nes in the form . 

Next, enter your votes for each country Each vote is made up 
of just TOO letters For the Attack. Launch missiles. Reinforce. | 
and Supply orders you use the letters, A,L,R h or S followed by 
the first letter of the country to be attacked, supplied, etc So to | 
vote Attack Dwcria you would write AD. The other possible , 
voles are Build Armies {BA}, Build Missiles (BM). Build 
Factories (BF), and Build Shelters (BS). 



• Final Conflict Voting Form 



Name ...... 



■ ■■■■■■■j.Baif,|.Bji.q 4 + pH^i-ii + l--!-iri-!F--i-ir-iir 



IILIJli.LIJLLJ +Hft . lh . 1Tr11pl ^ 



■ ■IIIJIIJLIJLIJLLJ^LL^.^ 



■ ■■■■■■■ ■■■ Bii-riavaiu ■■■ ■■■ pjwill l I I H| i|IW,M rii 

Membership code -,- ,, ■ I III LI I IIJ LI J LI J ljj L r -H m r.t-r..T I 



Country Vote 






% 




3. 


I 


4, 


I 


5. 


_L 


6. 


1 


7. 


1 




i 



I 



Post this form to: Conflict Voting, Personal Computer I 
Games. 62 Oxford Street, London WTA 2HG. All votes 
must arrive by first post on 23rd October - earlier if at all 
possible. You will have enough time to make your vote ■ 
provided you make sure you yet your copy early - either 
reserve a copy at you r local newsagen t usi ng the form on , 
pajsje 136, or take ou t a subscri ption. 



• Final Conflict Entry Form 

Complete this form and send it to us. You MUST enclose a 1 
stamped, self -addressed envelope. We will then send you a rule 
booklet and your exclusive membership code. 



Namfr IH + hid + hlH + hb 

Address 



+ + ,.L.. + L., + L, 4 „ | 



131 



Run and jump your way through 31 increasingly more difficult 
caves. Your object - to destroy the many aliens that inhabit them. 
(Beware of Spitting Flowers and Rope Snappers,) Time is your 
other enemy, so don't waste it! 




GSw 




87 High Street 
Ton bridge 
Kent TN9 1RX 
Telephone: 0732 355962 
Telex: 95151 



only £6.99 
on Tape 
Featuring New Fast 

Bubble Load' 
or 



£9.95 on Disk 



Available from all good 
retail outlets or direct from: 

Dept. PCG 
Bubble Bus Softwai 



How to teach your Micro 

a thing or two 



Thousands of home computer owners have yet 
to discover Lheir microcomputer's potential to help 
with many of the problems and decisions thai come 
up every day in the home or office. 

Perhaps you have always promised yourself [hat 
you would teach yourself programming, but have 
been pin off by manuals which seem to assume a 
lifetime spent studying computer science and 
mathematics. Maybe you have looked at other 
computer books, but have yet to find one which is 
free of unnecessary jargon or where the program 
examples bear some relevance to real life and not 
space invaders. 

Relax, your search is over. 

The 'Learn BASIC 1 tutorials from Logic 3 are 
the latest development of a teaching method 
pioneered by Professor Andrew Colin and perfected 



by testing on 3 generations of students at Strathclyde 
University, The 'Strathclyde Method 1 has been 
translated into 8 languages and used by over 300,000 
microcomputer users. 

1 Learn BASIC 1 is a jargon free, step by step, 
course in computer programming, which explains 
everything clearly in English, not computer talk. In a 
matter of hours you will be writing your First 
programs. 

'Learn BASIC* is designed for people who want 
to keep abreast of the computer age, for people who 
realise that understanding computers is a key to 
future success at work, at school, and as a parent. 

Get * Learn BASIC and teach your micro how 
to be useful! (Available from major branches of 
W.LL Smiths, Boots, Laskys, Greens, John Menzies 
and better computer shops nationwide.) 



Please send me more information about 




I have a:- 


02 


vour> 




Sinclair Spectrum 


■ 


Learn BASIC" tutorials ■ 




Commodore 64 


■ 


Logic 3 Spectrum Club B 




Acorn Electron 


■ 


Logic 3 Commodore Club ■ 




BBC Microcomputer 


■ 


{64 and VIC owners only) 




Dragon 


■ 



■ Name I lAddress I 

» -fa » + *■ k * . * ■» * t e i- + -* ■ + ■ ■ v + ■ ■ + * H 

(Postcode) .... I 



I LOGIC 3 | 

To Logic 3 Ltd., FREEPGST, Mountbaiten House, Victoria Street, Windsor SL4 I HE 



Make new friends, 




and 



With Mirrorsoft games, you can 
make load 5 of new friends I ike Mr Bou nee 
and Ceasarthe Cat Or now, like 
Or Frankenstein, you can create your 
very own monsters and aliens. As well 
as friends and heroes to defeat them. 

GAMES CREATOR 

Invent your own games. As simple or as 
complex as you care to make them Die only real 
limrtrsyour imagination. 

For the CBM64. the Games Creator comes 
wrtri a step-by-step manual and three ready-tc-^lay 
games. Each demonstrates some of the programs 
exceptional features: shapes, movement, speed, 
scrolling backgrounds, scoring, music, sound 
effects and many more. And you don't need to 
know any program language to work it. 

□n fast loading cassette for the CBM64. f 1295. 

STAR EGGS 

A space fantasy Earth is threatened by attac k 
from Alien life-forms hatching out in space. You 
must first overcome the Guardians. Then into the 
Hatchery up and down escalators and ladders to 
crack the eggs before the aliens escape. 

On fast loading cassette for the CBM64. £6.95 

CATASTROPHES 

Use a helicopter to build a hotel on an island 
paradise. But you have to move fast and desrgn 
your building carefully because! earthquakes, floods, 
storms and lightning can strike at any moment. 

For one or two players. On fast loading 
cassette for the CBM64. £6.95 



enemies. 




Hf-BOUNCER 

An arcade type game featunr.g Mr: Bounce 
and the Mr. Men. But don't get the idea that it's just 
a kids' game. Far from it There are four mam 
screens each wrth eight levels i>f drfhculty and 
complexity Don't worry there's also a practice 
program with slower speeds. 

On cassette for Ite BBC 8. £6.95. 

CEASAR THE CAT 

Ceasar s c ute and quick Help him hunt th e 
crowded shelves for mice who eat alF the food. 
He must catch the mice before the food disappears, 
Outstanding graphics, animation and sound. 

On cassette for the CBM64. Spectrum 48K 
B6€B.£6.95l 




SOFTWARE FOR ALL THE FAMILY 



Available from Soots. W H Smith, Spectrum and all 
good software stockists, Write for a free catalogued 
Mirrorsoft Holbom Circus, London, EC1P 1DQ. 
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• Epic in SMte: *Eii 
You battle against If 
his giotf fators, Jcrin t _ 
escape Irom Colditz, onu „ 
evil master of Ihe Caribbean who 
lo rortsorn. 

• Epic in sheer size — mere's more than 250K 

for you lo get yourself Wiled in, 





■ M 5 Adventures are linked — but you can choose to play them 
separately And they all have REAL TIME builtirt. So ilymi don f ihlnK 1 
fast, you wind up as a pterodactyl's lunch, die of overexertion in a Roman 

W9V- orjusttose your mind.. , 

■ "E uteko!" is not j ust on Epic — noi just an Adventure. A! the start ol each 

historical era, you face an Arcade Action test, to decide your strenaih level For 
the Ad venture to come. 

■ The better your score, the stronger and faster you'll be. 
m And It'll keep you on your toes, with constantly-changing, stalic and moving 
graphics. Brilfiani music and sound effects add to the excitement 

■ As part of trie *£ireko!' pack, you receive o full-colour illustrated 
booklet, containing cryptic riddles and mysterious Illustrations. Using 
booklet and screen together, you steadily unravel the clues and build 
up a secret phone number piece by piece, 

■ if you're flrsi la ring It you save me world and collecl the £25 O00 1 

■ Quite a package! And to give everyone a fair chance, 'Eureka r wiil be 
released simultaneously worldwide on October 31st, 1&84. No pocks will be 
avoiioole unlit that dale. AN orders received by mail or phone by 26lti 
OCTOBER will be despatched by post on the 31st right across the world So 
order now, and be one of the first off the mark 



HtghQUQlity, 
full- colour, static and 
moving graphics^ 



Just clip the coupon. Or, for even foster ocil 
order by Credit Card on the 
"Eureka?" Telephone Hotline 01-460 6000 



t. THEN THE It ACE 15 ONW 



DEVISED BY 

IAN LIVINGSTONE 




The storylines lor "Eureka!' are by Ian Livingstone 
whose "Fighting Fantasy" books have sola over 
2,000,000 copfes. He's dreamed up some rather 
nasi y tricks and I wists tor you in th-is Epic, because 
he has olso devised ihe cryptic clues and 
con undrams i n the booklet that goes with Ihe 
program. He's the one who knows ihe answers 
* Eureka 1 * was programmed by 
Andromeda teams led by 
H ungarians Donot Kiss and Andrds 
C&dszdr. It took ihe equivalent ol 5 
YEARS lo create, and the skills of 
4 graphic artists, 2 musicians 
and a protessor ol logic too. 
We told them to stretch the 
hardwares capobiirfies P and make 
sure you were kepr awake for houis!! 
They've done it,.. 



Domort LM.. 2IS Munitw P<Md, km** 5W6. Beg. No; mmb ( Inland I 
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Running on 
Commodore 64, Sinclair Spectrum & 
MSX System at your usual software store. 



Oh Harry This time he's gone too far. 

Somewhere, buried deep in the lost caverns 
of Machu Pichu, Peru, lies the stolen and, of course, 
priceless Raj Diamond, along with a hoard of 
missing gold bars. 

Harry's little niece Rhonda and Quickdaw, her 
cowardly cat, are supposed to be with htm, but they 
strayed away and are lost in the bowels of the caves, 

A wealthy university has asked him, while he's 
cleaning this mess up, to capture an elusive stone- 
age cave rat. 

What fun. 

He just has to avoid the occasional poisonous 

frog. 

Oh yes. And the wickedly da wed condors. 



The electric eels. And a very nasty line in thirsty 

vampire bats. 

So you can see Harry could do with some help, 
AH you'll have to help you are your wits and 

some gas-filted balloons to bridge the wider chasms. 

And you'H be in for the game of your life. 

One thing puts Activjsion Software out on its 

own, The way you go on running it month after 

month, And Pitfall II is no exception. 

Lose yourself in the world of 

ZAcliVisioN 



Activiaon Software is available at selected branches of: WH. SMITH. BOOTS, fiUMBELQWS, SPECTRUM and aH good computer shops. 



GOOD BUY 



This is the section which lists Ihe games we think urc worth buying, li s 
carefully updated each month, both to add the bcsi ntw releases and lo 
. remove games which have been overtaken by better products In order 
lo save space we've split the lists for some of the more popular machine-* in 
Iwo, a n d will be p ririti ng a I te r note halves each month. 

Judging from your cam men U these fists proved extremely helpful m a loi of 
people who were overwhelmed by the vast number uf programs on sale. The 
Tact is thai while many of the games un the market are entdlcni, others vou'll 



get bored with in minutes. 

So save yourself a lot of bother and gel the most out of your money by 
referring to the Good Buy lisls. All of the games here are heartily 
recommended by Ihe PCC. team You won't find any seven-day wobd^rs here 
- we know what makes a great game is real ladling interest, 

Finally, if you're new tn computer games, here a re uur potted explanations 
of some of the ty pes of ga me a nd other term i no logy you 1 1 find in these pages. 



• A DV INJURE \ ty pi 1 (it £iHTie untwinj; 
in popularity muhkh to gel things lo happen jimi 
have to actually type in short i nil rut-lions instead 
id pusi pressing a key tu gii left or right. Usually ihe 
idea is lu explore a series, of locations to Iry to 
Liimplele a task such a finding treasure. Adven 
cures usually proceed a i a slower pace lh un amide 
games, and itieir appeal in in do with brain power, 
raiher than finger power. 

• ARCADE GAME Any game where 
yuu use the keyboard or joystick to direvlly 
control the movement oi L lll object ur tllaratlumn 
screen. The vast majority of computer gainer art 
arcade games. Bui the term is also sometimes used 
in a more limited sense lo mean a game w hich has 
appeared m ihe amusement arcades. 

• ARCADE- ADVENTURE An arc 

ade game in the sense lhat you chin I fuue to 
type in instructions, hut one in which you have lo 
explore different locations. io achieve your until 
taamples; Mil .-\tuc. let Sp| Willi 

• ANIMATION rvtc ivcmcni modelled 
on a cartoon, in which, tor exjmptc, characlers 
walk moving their legs instead of simply being a 
rigid shape which moves round ihe screen. 

• ASTEROIDS f ar iy space game in 
which yuu destroy asleroids using a highk man 
oloi rahle frail. 



GAMESPEAK 



Lipede snakes down the screen and splits up when 
you hit it, 

• DEFENDER Fas! moving space game in 
which your ship battles human stealing landers 
and many other aliens against a scrolling back- 
ground. 

# DONKEY KONG Climb ladders and 
jump over obstacles as you attempt to rescue the 
damsel from Ihe nasty ape 



• FROGCER 

frog across riusi 
rivers. 



Game where yuu guide the 
rdads .uul crocodile infested 



• CENTIPEDE Game in which 



.1 cen 



• GAiAXtANS Classic ipacc shoot - 
'em- up wilh descending aliens wheeling and 
swLrvingas they all sick 

• HIGH-RES GRAPHICS Pictures 

drawn using small, eoloured dots, rather than 
la rgtr blocks. 

• MISSILE COMMAND An arcade 
game in which you proieci ynur cities from bumbs 
by lay i n g a p rol ective cov e r i n g of m iasl le fire. 

• MULTI-SCREEN k<u rs to games in 
which there are different tasks for you io perform, 
each depieledby a different screen picture, \fatfic 
\tinrr is a classic multi-screen game. 



• P AC -MAN Enjoyable maze game - gob- 
ble dols and sieer clear of monsters, rial power 
pills lo get your ow n back. 

© PENOY Arcade game in which you slide 
ice- blocks and use an eleel rifted fence lo kill snow 
bees. 

• PLATFORM GAME Any game 
which involves leaping around a series of plat- 
forms as in Donkey Kmg or Manic Miner. 

9 Q*RERT In this game you must colour 
(he blocks on a 3D pyramid while avoiding vicious 
springs and monsters. 

• SCRAMBLE Arcade action in which 
you pilot your ship over mountains and lh rough 
caverns avoiding missiles, meleurs and other 
nasties. 



• SIMULATION a ty^ 

which tries lo represent some real- 
suchas piloting an aircraft, 



of program 
life si Coat i un 



• SPACE PANIC Fran lie game in 
w h i c h you run a rou n d platforms, d iggi ng holes f o r 
monsters to fall into. 

• STRATEGY GAME Ty pica lly. I hese 
games put the player in a position such as 
comma n ding an army or ruling a country. You are 
presented with map* and slaiistics which you use 
io make decisions which Ihe program assesses, 



TITLE 


PRICE 


Aztec Challenge 


8.95 


Beach-Head 


9.95 


China Miner 


7.0Q 


Decathlon 


9.99 


Encounter 


9 95 


Falcon Petrol 


8.00 


Forbidden Fore$t 


a. 95 


international Soccer 


9.95 


Jomrnin ' 


6.90 


Jumptn Jack 


8 95 


Killer Watt 


7.95 


i Potty Pigeon 


795 



COMMODORE 64 GAMES AP 



SUPPLIER 

Aud iogenic/Cen tresoft 

U.S. Gold 

Interceptor 

Act ivisign 

Novogen 

Virgin 

Aud iogen tc/Centre sof I 

Com m odors 

Toshset 

Lrvewire 

Alligatoj 

Gremlin Graphics 



Dodge spears, rocks and other hazards in a perilous fight for survival 
Multi-stage war-game with great graphic* and sound 
Frenetic multi-level, multi-screen game 

Exhausting and real istic athletics simulation. Heavy on the joystick 

Murderously fast 3D shoot- 'em -up 

Excellent fighter simulation with scrolling 3D landscape 

Terrific atmosphere as you fight your way through a rnonsier-in tested forest 

Superb soccer simulation an cartridge 

5lrangeand melodic game capluring musical instruments 
Definitive 3D version of Frogger 
Lovely graphics as you smash lighlbulbs and monsters 
Bu i Id a nest and blast your ene m «es with lei ha I 'droppi ng s ' 



SPECTRUM GAMES A.J 



TITLE 

Android 2 
Ant Attack 



MEM 
REOD 

46K 
48K 



PRICE 

5.95 
6,95 



SUPPLIER 

Vortey 
Quick si Iva 



COMMENT 

Very diff kult 3D version of Robatr-an 

Amazing 3D graphics as you iry to save the 'laved one' from killer anis 
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Good Buy 




SPECTRUM GAMES AJ 



TITLE 

Aire Atoc 

Beaky & Egg Snatchers 

ffugoboo 

Cavern fighter 

Chequered Flag 

Chuckle Egg 

Code Nome Mot 

Combo t Lynx 

Deathchate 

Fighter Pi \nt 

Fc/QtbolS Monoger 

Frank N Stein 

JetPac 

Jet Set Witty 



48K 
48K 
48K 



4iiK 
16K 
48* 
48K 
4BK 
V6K 
48 K 



5^ 
5.50 
6 95 
5.95 
4.95 
7.90 
4.95 
8,95 
695 
7.95 
6.95 
A. 95 
5 50 
5.95 



SUPPLIES 

Ultimata 

Fan rosy 

Qukksrlvo 

Bug-Syte 

Psion 

A&F 

Micromego 
Dure! I 
Micromaoa 
Digital In leg rat ion 
Addictive Gomes 
PSS 

Ulti mate 



COMMENT 

Bn Ihant and : riven ti ve arcode -a d ve mure 

Multi- screen gome rearing shirks and protecting ihem from vicious adversaries 

H e I p 1 he si ra n ded f I en escape from th e bizarre undergrou nd wor I d 

Best Spectrum version of Scramble 

Supefb m&tor- racing si mutation 

A fro ntic multilevel gome featuring deadly ducks 

A complex and absorbing mrssion in deep space 

Pi lot be I icopter aver a mgv i ng 3D bo ttler ie Id . Com pi e s and de ma nd i ng 

Exciiing 30 motor -cycle chase with superb graphics 

Marvel lous fl ig ht s i m u I ator wilh combat fea lurts 

To ke you r tea m 1 h rough the teag ue i n e ng rossi ng si mu lot ion 

Or ig i n □ ! p l u rfa rm-ganeavyidng nost ies ond as sem bf i ng your monste r 

Jet-OOwered mnn ass e mb Ies rocket ond o vo id s al i en s 

! adventure 



VIC 20 GAMES A-L 



TITLE 


if me 


MICE 


SUPPLIER 


Bongo 


xm 


7.95 


Anjrog 


Chariot ffoce 


m 


695 


Micro- Antics 


Chopl/ fter 


Std 


25.00 


Audiogenic 


Defender 


Std 


19.99 


Alartsoft 


Corf 


m 


10.00 


Vicsoft 


JetPoc 


SK 


5.50 


Ulti mote 


Lazerzane 


8K 


6.50 


Llama sofl 



Mu Mi-level game with ladders and girders 

Thrilling race-gome set in ancienl Rome 

Rescue hostages in- exciting helicopter gome 

Good ond faithful version af the nrccde cfassic 

Four-screen*, of action with elements from several popular games 

U se you r jel - powered ma n to ovoid f he a I i e ns a nd asse m ble a rocket 

Fast moving mego-zap wilh guns on xand y axes 



i 



BBC GAMES A-M 



TITLE 


PRICE 


SUPPLIE 


Biagger 


795 


Al ligalo 


Chuck ie Egg 


7.90 


AS.F 


Colossal Adventure 


9.90 


Level 9 


Fortress 


9.95 


Pace 


frak 


3 95 


Aaroivark 


Killer Gorilla 


795 


MsCrO Power 


Me teor$ 


10.00 


AcOrrssoft 


Mineshaft 


5.95 


D.,-el! 



Mu I ti - levef ga me w i th a mu Ititu de of object*, and obstac Ies 
A fro ntic mult i ■ leve I gome feo luring dead Ey ducks 
First of a series af re * t ad ve ntu res w i i h 2 00 loco t ions 
A brilliant version of rhe 3D space-game Zo*JtofT 
Brilliant graphics in ihis compulsive pfotfornn game 
ExceMenr Donkey Kong go me wilh beautiful graphics 
The best version of ^sterj'odsfor the Beeb 
20 sc reens of nasi y prabfems i n th is p laif or m ga me 



DRAGON GAM 



TITLE 


PRICE 


SUPPLIER 


Bloc-Head 


/ 95 

8.00 


Dragon Data 


Cashmon 


Microdeal 


Chuckie Egg 


7.90 


A&F 


Crusader 


6.95 


J. B. Morrison Micros 


Cuthbert in the Jungle 


8.00 


Microdeal 


Danger Ranger 


e.oo 


Micradeal 




O *Bert c lone on rectongu la r p i te of blocks 

Entertaining ond addictive 50 screen platform game far one or 1 wo pig ye rs 
Add kt i ve m u iti - 1 evel ga me with dead I y ducks 
Rescue i he damsel in distress 

Fighting your wny h-ough ihe per Iol-S j^ n gle while collect! ng treasure 
Arcade a ave ntu re with Kongr style elements 
Camp uter vers ion of the boa rd ga me Risk 



ATARI GAMES A -Af 



TITLE 


PRICE 


SUPPLIER 


Ajrsfrrfce2 


995 


English 


Caverns of Mors 


9.9? 


Alan 


Chopiiher 


JO.OO 


Broderbund 


Defender 


MM 


Alari 


Donkey Kong 


14,99 


Alan 


Miner 2Q49 er 


30.00 


BtgFive 
Alari 


Missf ie Command 


9.99 



Excellent version af Scramble with interesting graphics 

Smooth vertical version of Scramble 

Rescue hostages in excrti ng helicopter game 

Authe ntic a rcade acti on i n the cfassic ga me 

Rescue your girl from the nasty gorilla cn 5-u per barcode copy 

A Don key King der i vatfve with nave I e le ments 

The best and meanest version of the original 



I 



TITLE 

Cfaiiic Roc'ng 
Colossal Adventure 
M.A.R.C. 

Mushroom Man to 




398 




TI 
th 

ct 
ei 



7.95 
9.50 
6.95 
5 50 



Solamonder 
Level 9 
PSS 

Arcadia 



Wn n o g r ms n* simuldion wilh gre 
First of o series of te x t a d ve ntu res 
Rescue stranded scientist i n ori< 
Smooth version of Centipede 



tonimotron in the races 
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KESHAN SOFTWARE 



GRAB A PIECE OF THE 




MOTORCYCLE 
CRAZY! 

I 




Motorcycle Crazy? is a graphrc adventure where 
you. as the centraP character, must find the AWARD 
and return ii safely to Ariel CasUe. Unfortunately for 



ytHx there are several 




£5-95 



Meltdown is a new classic ir> arcane style games 
for the 4SK Speclrum! This totally original game 
sets you in the not-too-di slant future, where your 
lask as service engineer for ACME Nuclear 
Reactors, i& to prevent overheating of (he reaclor 
on the planet Haras 




^Crystal Fi™ is a tradrtionaJ advent jre program for 
*e48K Sinclair Spectrum. VoiJ play the foteof the main 
character. *ilh Ihe computer acting as your eyes and 
firs Thff ebjecTt of the game is to find the fabulously 
valuable Crystal Frog and reiurn with ii intact, n will not 
beeasy! 




mmm £ 



i'n jh irviop 
i \% t . iv>Kn>t[oj o 




Your mission. should you decide w accept i1, is to 
go «o a place deep wuhin the KGB '5 stronghoiri 
Ir&m where no -one hg-s returned a i rye We hay* 
only one message from y$u> 25 predecessors cut 
short by a blood curbing screem |[ said "Nothing 
is what fi appears to be and .." 



DISTRIBUTORS 
Terry Blood Dist 



LVL 

Wayferer 



Dealer enquires welcome 



enclose a cheque/P.O. for £ 



N:j'-(? 

Address 



(UK) LIMITED 



29 GiSBURN ROAD 
HESSLE 

NORTH HUMBERSIDE 
HU13 9HZ 

Telephone (Q4a2> 643786 
Tsis* £27619 iKerwm 
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WHAT DO YOU WANT 
IN YOUR STOCKING? 



OK so you're probably read- 
ing this in October, but in a 
months, time Christmas 
won't be all that far away. 
Here at PCG we're planning 
an exciting December issue 
including a special look at 



the best add-ons you can get 
(or be given) for your micro, 

Santa's allowed each PCG 
staff member £50 worth of 
goodies so well be revealing 
which widgets each of us 
fancies, 



Free flight to New York 

way through the mysterious 
map of a robot factory. Be 
ready for an ultra-enticing 
competition 



Yes, we're planning to offer 
you the chance to wing your 
way over the At J antic cour- 
tesy of PCG and Virgin, All 



ullra- 



you 



II 



THE BEST PLAYING 

rammers to give advice on the 
gomes they've written, P foyers 
of Frank N Stenrt, TroMe Wai- 
lie, Quo Vadis, Worse Things 
Happen at Sea and Combat 



TIPS 



Ovr Tricks 'n Tactics are wowing 
the nation - ne*t month's should 
be the best yet. We've per- 



M EGAS AVE FANTASTIC SAVINGS 



SPECTRUM 

DecaWialgnrDaleys).. ..5 80 Curran Spwch 

Full Throflie- 5-95 The Great. Space Race 

M$tl Willy 4.45 fJoom Bark Revenge .. 

Sabre Wirfl 8.25 Travel Trasfimaii 

BeacnHesd .... 6.95 Osflgeimouse 

{Jiympicon 4 $5 TirNa Nrjq 

lords or M irfmght B. 50 Fall Guy 

TnmadD* Low Level ... 4.75 Pollernsist 

Star Trader 5 B5 Sherlock Holmes, 

Monty We.. .. 5 95 Chinese Juppter ., 

Stop nwEjcpiess 5.55 Steve Dav i; inrjokCf 

Worse HPN AtSea 4.95 Endum 

WorlrjCufl ... 5 95 fl-verRaid 

Psylron 6 50 Hero 

Rapscallion 5 65 Strange Loop 

Fjctgry Breakout 4 95 Twin Kinodarr Valley . 

Autpmania 5 75 H^mpsJBad . 

Titamc 6 75 Leoerv) of Avaion 

Jack* The Beanstalk ...A 95 Bra** Blurt 

Giants Revenge 4 95 Kentilla, 

Frank N Stan A 95 Bear George 

fipMiFpieu MO Snme^e 

Night Gunner 575 Siar Bi« 

KD5micJ(2i*ga 4.35 Kahotarti Will 

MoortAiert 4.95 Delta Winn, . 

Foolbalf Mamg*r 5.45 Biack Hawk 

WarOFTrtfWaiMs 575 T*rraflar*k& 

MM .. 11. DO DarkSlar 

Beaky i 95 Deus F* Mactine. 

Adftsira 4 95 Beach Head US 

Mugjy 5 95 

Micro Ctymsiics * 75 muunnnaf 

Cavern a 95 ujHwuuuHt 

TfKhman a 95 jetSetWwy 

„ rjpf—rn , , u 2a*Konus 

we^hum SpirlirfrAaeUS 

Corte Mime M*1 *te halgComnunderUS 

Foresi At Worlds IM ...450 Strip Poker US 

OuiB 10 75 AslroCtaM 

While Lighming; 12 50 Potty Pigeon 

Dw-P«3. ... 10 50 Monty Mglt . 

Tas*ord M 11 ti it-flh Noon 



2775 
52.95 
.B.M 
.4.95 
5.95 
650 
.5.95 

4 95 
1? 95 

*9S 
.6 B5 
.6.65 
6B5 
6 R5 
A 95 
.6 65 
.8 50 
£85 
5.95 
5.95 
5.95 
4.95 

5 Si 

4 95 

5 95 
5.95 

.5.95 
.6.50 
U.95 



5 95 
475 
4 75 
»75 
4.50 
7. 75 
£ R5 
&fl5 



P C.fvtz G.5D 

Zirga Mission 6 50 

Ctoconhs $ 50 

□etatnafkM fDaiersf .... e.90 

Evil Dead 5.35 

Hero fl.50 

Trashmsfi , ... 4 85 

Efloounleir 475- 

Valhalta 11.50 

0lackRawk . ... 4 95 

■ Football Manage* 445 ' 
T?«6reat5pac*Race.. 12.95 

F-15 ELfiku EJfjts 12.95 

FortApgcalypsB B 50 

p Raid Over Moscow 8 50 ■ 

BruMlee .6.50 

HypurBik* 5.B5 

DanrjarmgLKe 6.45 

O 'H Hunger 6-85 

2imsaHabirn ... 6.50 

3-D Am Altack 7.45- 

Sieve Davis.... 6.B5 

--fsytron 7 65 - 

TomadG. Lo* Level ...6 85 

jSiKCiflfl Excess 6 B5 * 

Hunchback 1 1 6 95 

Hoektt Roger 6 85 

Za«Ofi S 75 

a.C.'sQuflst 4.50 

Aztec iBeygngTh 7.85 

Stiftif Bike 5 75 

QuoVadis 675 

Jul SflCWWy 

Haupc B.5Q 

Lar^ Jones 6 45 

Bouiaerdash 7.45 

PiiFallH B.W 

RruefRaid B 50 

■ Ancipital .6 50 i 

Ankri 7 65 

JohitfiyAndThE UmpfS 5.75 

27.50 



please state which mew 

SEND CHEQUE P.D. To 

MEG AS AVE 



FAST SERVICE 



London W2 



of iL 1-4 

S Urs * °r Beaky 'f hato °tii 
% V ^ ° nd th * Egg 

Chamber O^Lt Qh °Uenge r 
I™ You wait... 



CHRISTMAS! 




games are 
SANTAstk! 



December's PCG wi|E be bur- 
sting at the scEims with re- 
views of incredible new 
games. For the Spectrum wc 
plan to print the first full 
review of Fantasy's hot new 
arcade -ad venture Backpack- 
ers Guide to the Universe. 
We also look at the remark - 
abie Spectrum version of the 
Commode re hit Beach 
Head, the follow up to Ant 
Attack and (hopefully) the 
two new Ultimate blockbus- 
ters. 

Meanwhile the office has 
been hit by an avalanche of 
superb new Commodore 64 



L: : L 1 1 K ■ - 



hev inc 



ludi 



credibly addictive and origin- 
al game from America a bril- 
liant new release from Task- 
set, an arcade game which is 
18 games in one, an adven- 
ture featuring astounding 
animation, a wacky cartoon 
game and a platform game 
where you can design your 
own screens. 

Sizzling reviews planned 
for other machines include 
Jet Pac on the BBC. Perils of 
Willy on the Vic 20, and 
Roland in Time for the Am- 
strad. 

Buy some gloves NOW - 
December's PCG will be too 
hoi to hold! 



WARNING 



PCG has become so popular in the last few months lhat newsagents 
in some areas are selling out within days of publication. We're doing 
our best to keep them supplied, but there's only one way io 
guarantee getting a copy - place an order with your newsagent 
NOW, Just fill in ihis form and hand it over the counter. The 
December issue is out the second week of November. 

release order me a regular copy of PERSONAL 
I COMPUTER GAMES 



I 
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Name 1 

Address ] 
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th t u 1 f ^™ im P° S f' b, I^ ^ «WS to g« » work don, on the build mg site, he iS harra^d b r h, terrible Woat-tools- 

The fe^r H E*V ^ SS** ™' C CnCU£K ^ ^ tPaVoid Che ' 0Q ^ **** ^ ^ ^chinatiorvs <rf Desperate Dan 

the foreman, and try to escape the dutches aftbeG am Brick BeeclelCar you help him' Car anyone help him? Asae™, em-fast loading' 

, MANY NEW GAM ES NOW AVAILABLE 

ALSO AVAILABLE AT £ 1 .99 FOR THE SPECTRUM 



COOEBOOK CAPER -1 60 Iqcatoa graphic ijjvi^^vih^e tr^.n^ ,3 lh* \:y f Eg s^es* 3 



ASK FOROUR.GAM65 AT YOUR LOCAL COMPUT ERSHOP OR DIRECT FRO M 

SCORPIO GAMESWORLD 

Tetephone 061-834 2292 Distributor & Trade Eng^r/M Weitome 



307-3 1 3 CORN EXCHANGE BUILDINGS, 
CATHEDRAL STREET, MANCHESTER A. 



We 
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HEARD ABOUTTHE COMPUTER 





gives 

it to you straight. No frills. No waffle. 
No blurb. No unnecessary rubbishjust 
the facts, strafght, humorous, critical. 



Bursting with news, reviews, 



142 PC GAMES 



it's out now. The November issue of 
Big K including: STRONTIUM DOG and 
THE FALL GUY (exciting new games), 
Vf DEO DISEASES (how to cure them), 
SIDTHECOMMODORESOUNDCHIP 
(how he does it), PLUS a host of games programs 
for ORIC, ELECTRON, SPECTR U M, 
COMMODORE 64, and BBC 

GET YOUR MITT ON THE COMPUTER 
MEGA-MAG FOR JUST85 PENCE 

NOVEMBER 1904 



GUIDE TO THE UNVERSE PARTI 



Not just a game ... 

...more a way of life 




Software by -~ 7 £s.ccJ% 



Projects Limited, Bearbrand Complex, Allerton Road, Wool ton, Liverpoo 
Telex: 627520 Telephone: 051-428 9393 {4 lines). 



Please send me a copy of 
BC'S QUEST FOR TIRES Z £9.95 Please tick 
LODE RUN NEK p £9.95 where applicable 



............. 



I enclose cheque/PC for 

(Please add £1.00 for orders outside UK) 

Access Card No 

Name ... 

Address.... ...„...„*,„, 



I*........................... 



For Malt Order only: 

Software Projects, P.O. Box 12, L25 7AF 



Shoot now! . .Ask questions later! 




COMMODORE 64 



COMMODORE 64 



i 

S2 6633 Telex: I 



Ocean House ■ 6 Central Street Manchester M2 5NS ■ Tel : 061 832 6633 Telex: 669977 

Ocean Software s available from seated branches oi WOOLWORTH WHSM1 TH r ^MBIAPJBWl , LASKYS, RumbelOWS 

Spectrum Shops and all good software dealers. Trade enquiries welcome- 




ygijus Two 



Computer Games 

We only sell the best and you won't have to wait 
for it. We win send your order by return of post. 



SPECTRUM E 

Beach Head 7.45 

Frank N Stein 5.45 

Monty Mole 6,45 

D.T Decathlon 6.46 

Lords of Midnight 8,75 

Sabre Wulf 8.75 

Full Throttle fi.45 

Factory Breakout 5.25 

Sherlock Holmes 13,55 

Twin Kingdom Vat 'ey EL 80 

BBC 

Frak 8,25 

Zafaga 6.25 

Son of Bfagger 7,25 

Tarzan 7.25 

Nightmare Maze 5,50 

Jet Pac. 775 



COMMODORE £ 

Beach He-ad 6.95 

Arabian Nights 6.45 

D.T. Decathlon 7.45 

International Soccer ...9.45 

High Noon 7,45 

Potty Pigeon 7.45 

Monty Mole 5.45 

Evil Dead .5.45 

Mystic Mansion 8.45 

ZimSafabim 9.45 

ELECTHON 

Blagger 7.25 

Gunsmoke 7.25 

MrWiz 7.Z5 

30 Bomb Alley 7.25 

Blitzkrieg 7,25 

Micro Olympics 5.25 



* Spectrum - C urrah Speech Synthes m £29 . 95 

■SpfXlrurr Ja V 3l Ck I 'Rami C12.95 

"SPECIAL OFFEflt-Quickshot II Joystick E1D.95 
' Hardware - Please add 5Dp per item lor post & packing 
Gam*s - postage & packing free 
Writ* or phone itA bis) fgrour super tinacfiure - dan'1 target to stilt your iftMtot 
P Iff aw send orders with cheque PO to: 

62 Woodland Road 
Chingford, London E4 7EU 
Tel, 01 -529 1091 



DUCKWORTH 
HOME COMPUTING 

a new series 

Ail books written by Petw Geiriid, foimer editor of Commodore Computing 
Iitterhatioaal^ author of rwo top-selling adventure games for the Commodore 

1*' ™ ,^? e i n ^ BCT< ! m - Ba i h ue re ^ rulflJ contributors to Personal Computer 
hews. Which Micro? and Software Review. 

EXPLORING AOVENTtrHES 

A pompleie look at the famous world of Adventure Games for your computer 
Mwting with an introduction to adventures, and their early history it takes you 
gently through die basLc programming Recessaiy before you can start writing 
your own games. Inputting information, room mapping, movement vocabulary 
and everything rwruired to write an adventure game are explored in dfitail" 
. .ere louqw a number of adventure scenarios, just to get smarted and ftnaUy 
three complete ksungs wnnen especially for your machine, wruch will send 
you oH iruo wonderm: worlds where almost anything «n happen. The three 
games listed in each book are available on one cassette m £7.95 The complete 
guide 10 adveruure games: playing, writing and solving them Peter Gertard is 
meauJior ot KomiJt 5 two rap-selling adventure games Fools Gold and Tomb 
Qt XetOpg: 

EXPLORING ADVENTURES ON THE COMMODORE 64 £6 95 

EWUMUXC ADVENTURES ONTHE VJC* E6J6 

"Twoorih* games require JfcK ejepar-sic-n and ihr :hmi 32K 

EXPLORING ADVENTURES ON THE SPECTRUM 4flK £6 S3 

OFLORDfc ADVENTtTRES ON THE ORIC 46K r 6 ft? 

UCF1GMNG ADVENTURES ON THE DEACON ^. .35 

EXPLORING ADVENTURES ON THE BBC Mod*l B teat 

EXPLORING ADVENTURES ON THE ELECTRON tt H 

EXPLORING ADVENTURES ON THE ATARI pFK £6 95 

Other utles in die series include Using theCommodore 64, The Beginner's 

%JS Computers and Computing. Sprites & Sound on the 84, 12 Simple 

SSaSESS^S °J ?* WC ' WtH You StAUL -° ve ^ Wien I'm 64 Advanced 
B*sic & Machine Code Programming on the VIC. A dvanced Ea sre & Machine 

tVnfeui /or a deit-npf/ve teaflef (with details ot cassettes). 



DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NW1 7DY 
Tel; 01 -46S 3434 
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fin Hfttaur A*y tilt ynt 
W Hfi <vmt$ compieit with 

tm\ sa»i? and m mm 

mi&itxmirhefriitbtrgtwm 
truid, 

f ma FCi C 1070 



MLY i><95 



HIRE SPECTRUM 
SOFTWARE 



OVER 260 different: lapis for hire in- 
cluding ARCADE. ADVENTURE, BUS- 
INESS. EDUCATIONAL, etc. -even artm.c 
Compter FREE 2d page catalogue FRE£ 
newsletter . with hints, lips and our top 
tape chart. 

OVER 3000 tapes in stock, wilii up Id 60 
copies of each title for fast service. Aff 
tapes sent by 1st class posl 
LOWEST PRICES - hire up to 3 (apes at a 
lime, from 63p each hi iwo weeks Hire. 
(Plus p&p and VAT), European members 
welcome. 

Tapes far sik at DISCOUNT prices. 

Telephone 01 -66 T 9240 (9am - 5pm) or 
write for lurtfier details, or complete the 
coupon and JOIN TODAY - you've nothing 
la lose! 



SAVE £3.00!! 



For a limited period, we 
are offering HALF-PRICE 
membership ta readers of 
thfs magazine. Join now. 
LIFE memoershia is only 
£3.00 frarmalry £6.00). 



SWOP SHOP 



A new service from N Si. 
SWOP your unwanted 
tapes with tapes from 
otrier members tor a small 
handling charge of only 
60p (plus p&p and VAT) 



I IIIOMAL SOFTWARE Hit 

42 Hareheld Avenue, Cheam, Surrey SM2 7NE. 

I endow cheque/postel order f ot E3.00 for LIFE membsrshrp. Pi ease ojs h 
my niembersh.p hit to me, jf, within 28 days, I'm not delighted with your 
service you II refund rr>y membership tee 

Name 



Address. 
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NOT FOR 
PEOPLE WITH 

HIGH BLOOD 

PRESSURE! 



Watch out for them— 
these four new games 
could be dangerous to 
your health. And, as 
they're from A £ rVF, they're 
second to none, calling for 
a level of skill that's 
bound to set the adrenalin 
racing. 





SPECTRUM 48k CYLON 
ATTACK— Now with better 
than ever Isometric perspective 
graphics (3D). £5.75 
BBC 32k SNARL-UP— Sheer 
bumper to bumper frustration 
and only five chances to hit the 
fast lane, £6.90 

COMMODORE 64 GUMSHOE 

—One bleepin' obstacle after 
another stops you reaching a 
girl who needs you— 
desperately. £7.90 
SPECTRUM 46k ALPHA-BETH 
—The brain teaser that makes 
it doubly difficult for you to give 
the right answer. £5,75 




ASF Software, Unit 6, Canal Side industrial Estate, 
Woodbine Street East, RochdaJe. Lanes OL16 5LB, 
Telephone: 0706 341111 



' tM4 COLUMBIA PICTURES 




.And you (nought 
it was just a movie! 

Coming soon 
to save the computer world I 




^>ur computer was made for us. 



Only by conquering Sttmehenge can you fr« the world of the evil 
curses and ct*rnaJ dnrkness Join us on this marvellous 
arcade Adventure and challenge your wita against 
the evil forces of iHeNixromanuer with his 
spectacular trickorv and cifi-cptron. 




« Marvellously d*tuiled jfraphics wid 
animation, 

* Many ob/cclA Ui collect and exch&nge, 1 

* Joy«li?k control, * 1? (screens to muter, 
■ Atmospheric mu*ic and *ound effects. 

r ' Rash load' rapid load uyatem. 
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MILES BETTER SOFTWARE 

221 Cannock Road, Chadsmoor, 
Cannock Staffs WS11 2DD. 
Tel: 05435 3577 



US GOLD SOFTWARE 

BEACH-HEAD 

RAID OVER MOSCOW 

STRJP POKER 
'DALLAS QUEST 
*SNOKJE 
♦BRUCE LEE 

* FORT APOCALYPSE 
♦DRFXBS 

SENTINEL 

2AXXON 
"BLUE MAX 
"SOLO-FLIGHT 

NATO COMMANDER 
'SPITFIRE ACE 
*Fl 5 STRIKE EAGLE 
"FORBIDDEN FOREST 
•AZTEC CHALLENGE 

SLINKY 

♦ CAVERNS OF KHAFKA 
BUCK ROGERS 

SPY HUNTER 
TAPPER 

CONGO BONGO 
SCROLLS OF ABA DON 

MANY OF ABOVE TITLES AVAILABLE SHORTLY 
TELEPHONE FOR DETAILS. 



CASS DISK 

9,00 12 00 

900 12.00 

ft 00 12.00 
12.95 

9.00 12.00 

12.95 12.95 
9.00 14.00 
9 00 14,00 
9.00 14.00 
9-00 14.00 
9 00 14.00 

12.96 1295 
9.00 1200 
9.00 12.00 

12.95 12.95 

8.00 12.00 

800 12.00 

8.00 12.00 

8,00 12.00 

9.00 12.00 

9.00 12.00 

9.00 12.00 

9.00 12.00 

9 00 12.00 
FORZX SPECTRUM 



Dare yii$Bpt this mission? 



• A mauive arc«d« idVBflf irryv^th 
i wealth ci in credible jpe^hfe 

• Game Saw facility. V 

• FlaslrfDad rapid loading ysiem 

• Z« uniquely tola i lid loadjiors 
many cf Vrttlcti contain htMt 
surprise indl ingredients 
n^cteHryta template 
rfce game 

airtwl *aj*etim 

Interactive rood^a; 1 

• Pick ip.<'nje abjafl 
facility 



*PHONE FOR SOFTWARE AVAILABILITY 
AND SOFTWARE LISTS FOR 
COMMODORE AND ATARI 

ACCESS/VISA WELCOME 



'^Meif by Claries Godwin 




■tf jays, aci weeks fcui MONTHS fll en\(\fmr!\ 



Unbeatable value 





CBtBBAGE 

Available on the 
Speclrum for ihe fire" 
time, CRI6BAGE S an excelled 
sior y the popular care ga'«e 
As well as superb graphics, ihe 
game includes toll rules and 
pteyng *istrudions logether wrih 
automalir: scoring and score 
re view 



MADHATTER 

Guide the MM) HATTER 4round n is house to 
collect to a-time treats !or i .$ 0 i-bi rthflay 
party. ' Bnit watch duI for Ihflse mice, " he 

*ams. "and keep away from those vacuum 
cleaners!* 

Looks l»kette MADrWTER will be in lor a 

busy afternoon, 
* An extremely addidi ve game " Persona! 
Comooter Games. 



Playing ajtfrnsl the compter. 
he experienced piayer and 
novice win find CRIBoAGE 

and enaertajning and < q p j 
challengi 1 3 game 



GAMMA 



one 

SLAVER 

Meh out fl» thtf (ii*ff(uurKl stiwglald, Hnd 
nlui wrarf thncugr. f« Mire ufDwprnhan jnd 
^<BlI» tfM ruflic RunHWtfd fl*Wfld to tittlruj 
Pa mrfl Thorn Full nriKfuWtent lhi*1«1 
sdwrmira will push rw to nt Hmttef wife 

H16 i-fldlij»nw in complrtng yngr 
IBS* 

"Hflrt :rt'i|)y.r.stlHf mOMfllhei 
KMtrb'K Men. ' Ptipuiir 



WARE 



Mm 



Written a top game^ We will pay top prices W it matchesour own producls Send 3 sample to us now for ..islam evaluation. 
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Jed retail price £9.95 inc VA 
OTS, J.MENZIES, WOOLWORT 
outlets. Also available from 
shby de-Ia-Zouch, Leicester*] 
el: 0530 41 1485 





"KNIGHT LORE" recommended retail price f 9.95 inc VAT 
Available from W.H.SHITHS, BOOTS, J.PIENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTINATE FLAY THE GAME, The Green, Ashby de la Zouch, Leicestershire LE6 5JU 

(PSfP included) Tel: 0530 411485 



AT LAST THE 
ARCADE ADVENTURE FROM M] 




Available through 
Z' good computer 
j stores everywhere. 




( 




J 




The tough nuts 

crack! 



en 



Braingames bring 
you the most 
entertaining and 
fulfilling adventure 



and strategy games. 

Our adventures comtw strong story lines, high quality graphics and 
sound, to produce games you will want to play time after time 

Strategy games ranging from the White House to Kmg 
Arthurs Court, from the oil business to a used car lot wili test 
VOUf skills and imagination 



FLAME ISLAND 

Throughout the seaports of the old world a rumour 
has spread - the monks of Flame Island have found 
the fabled Emerald of Power 

The origin of the Emerald is lost in the mists of time 
newwever the stories suggest that it has esoteric powers o^ a 
mystical nature, ft is suggested that the monks have placed the 
Emerald on a dias deep within their temple and have laid many 
devious traps to protect it 

landing at the harbour of Flame Island, you must find the 
tempie and retrieve the Emerald of Power. In order to escape sa f ely 

must signal your shpp to return to porc arc sa'elv embank 
for home. A 

A sophisticated 
adventure with ruff 
graphics and 
sound- 



For the 
Commodore 64 

Cassette £8.95 
Disk £12.95 



For the 
Commodore 64 

Cassette £8.95 
D bk ET2.95 





FLAME ISLAND 
1 



▼ 



CASTLE FEAR 



CASTLE FEAR 

Many centuries ago, the evil wizard stole the Golden Crown 
and the seven Diamonds of the Ancient Kings. 

He has hidden them deep within his stronghold, 
Castle Fear, where there are many mystical creatures to 
gua'd them It is rumoured that the wizard himself keeps 
che Goiden Crown, and that he has grv^n the Seven 
Diamonds to his secants of evil. Over the -years, certain 
brave adventurers have penetrated the Castle, but none 
have ever returned. 

To win the hand in marriage of the Pnncess, you 
must dare the evils of Castle Fear and return with 'the Golden 
Crown and the Seven Diamonds of the Ancient Kings. 

A sophisticated adventure with full graphics and sound 

For more information on the tough nuts 
Phone us on Brighton (0273) 608331 NOW 

Posta enquiries to;- 

BRAJN iAMES Amplicon Group 
Richmond Road, Bnghton East Sussex BN2 3RL 
Teh B^hton {0273} 608331 Tele* 877470 AMPCON G 
Braingames is a dKtsion of Amplicon Micro Systems limited 



